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Welcome to C&VG's Book ot Games II! When 
we brought you the original Book ot Games, 
featured in last year's February issue, it 
proved so popular that we almost ran out ot 
magazines. You obviously liked it — so we decided to 
being you the pick of the games programs again this 
year. Inside you'll find all manner of weird and 
wonderful creatures which will take you on exciting 
journeys into worlds beyond your imagination! 

All that and we've got prizes in store for you too! If 
you see the special C a VG's Competition Star at the 
top of the page then you'll know that the listing below it 
qualifies for our Book of Games Hi-Score Competition. 

We've dipped into our softwarefile and come up with 
top games tapes for the top five scorers on each of our 
selected listings. All you have to do is fill in the Book of 
Games Hi-Score coupon below, get somebody to 
witness it for you and send it to, Book of Games Hi- 
Scores, Computer and Video Games. Durrant House, 8 
Herbal Hill, London EC1R 5EJ. Closing date for the 
competition is February 16th so hurry and get those 
entries in! 

If you can manage to get us a screen shot to prove 
your hi-scoring activities that could help your chances 
too. We're alraid we can only accept one entry per 
coupon — so choose the game that you're best at! 

We hope you' II enjoy playing the games we' ve chosen 
for you. but remember if you have any problems with 
listings in this Book of Games then contact the C & VG 
Bughunter at the above address and he'll attempt to 
help you out. But for now — play on!' 

BOOK OF GAMES HI-SCORES 

Address 

Game Score 

Witness's signature 
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GAME: CHOPPER CHASE 
AUTHOR: W D BURNS | 




You are a helicopter pilot in the 
thick of the action during a military 
exercise. Your job is to deliver vital 
supplies to a regiment behind 
enemy lines. You must drop the 
supplies bang on target otherwise 
the enemy will rush out and grab 
them. Each (light you make is 
worth ten points. The enemy has a 
heat-seeking missile which could 
cause you a few problems — unless 
you manage to avoid it. You must 
not fly too low as the chopper will 
crash. If you go off the screen, the 
mission is over. How many 
successful flights can you make? 
Remember, if you are among the 
top five scorers on this game you'll 
be on line for a prize in our grand 
Book of Games top scores 
competition. All you have to do is 
cut out the coupon on the contents 
page, fill in your score and get it 
witnessed and then send it in to us 
at C & VG. If you win. we'll send 
you some games tapes for your 
ZX81. Happy landings! 



£ LET B=l 

% LET C=6 ^ „ 

1 H!& S !ti " 



i'.e:-'* = ' V' □ THEN i-fj r"c-t 

11 111 life 

>-= GOTO 1*0 



GAME: FOUR IN A LINE 
AUTHORS: ANDREW WHITWORIH ft STUART BUNT 
RUNS ON: A TEXAS T. 1 / 99. 



£10 CfiLL CLEAR . 

£20 FDR CH=96 TD 1-* iJEP 8 

liVcR-LL CHftR<CHt-l,"FFlFQ?030301 
SfcflLt CHRRtCH+£."8SS38ffi:oeOE0 

aKTcflLL CHAR (CH+3i " 0101 S1030307 

IFFF'O 

g?Q NEXT CH .^wcceorrew 

£80 CALL GHRR<4£» '3C7EFFFFFFF1 .t 

|V CfiLL CHRR<64»"FFFF00FF00FFFF 

loVcflLL EHfiRaO0."FC8£8288FC9e8 

13 CfiLL CHffl?<i01>"FCS0SOFC0404O 
3£0 CRLL CHRP. '"136- "3C7EFFFFFFFF7 

330 print "®a»?@e®s@9@i8e8@@tse9 

iaismfflgisfd 

"" DD YOU WANT INSTRUCTIONS 
340 PRINT " l ' Y/H - i 

jaia@ia5@s@i3@g@(a^is@!aiB@ei=iiiii@i3@!|@ 
3 PRINT :;::::: : 
a CfiLL KEY <0, K» ST; 
IF ST=0 THEN 360 
IF <K-89C + « e «iI>THEH 890 
IF ck=78) + (K=U0>THEN 4UU EL 
360 
FDR INF=1 TO £ 
CfiLL CLEAR ,„,...,., 

PRINT " NfiHE DF PLAYER .INF 

NfiX 10 CHARS ""' 
:n INPUT '-"JHSCINF) 
A IF LEN<NS(INP>»10 THEN 410 
NEXT INF 
CfiLL CLERR 
CRLL SCREEN (16) 
CfiLL CDU3R<2>7»1) 
CfiLL COLOR <9»3»D 
CfiLL CDLDR«0»5»7) 
CfiLL COLDR<ll*5»4) 
CfiLL COLOR (14* 4) 1) 
FDR RDi..!=6 TD 16 STEP £ 
FDR C0L=9 TO £1 STEP £ 
CfiLL HCHfiR CROW ■ COL) 96) 
CALL HCHflR<R0W)CDL+l»87) 
CfiLL HCHRRCR i'.'H ' 
580 CALL HCHflR«0U+l»C0L+l»99> 
540 NEXT COL 



This is a version of the well known Connect Four board 
game lor two players. All the rules are included in the 
listing and will tell you everything you need to know 
about playing the game. But remember, when the 
computer asks you "which column", you press the key 
which corresponds to the column in which you want 
your counter to be placed. To place your counter in 
column three, simply press key three — and so on. 
PROGRAM NOTES: 
Lines Function 

210: Clear screen 

220- 270: Define board characters 

280- 320: Deline extra characters 

330- 390: Instructions option 

400- 450: Input names of players 

460- 470: Clear screen and set to white 

480- 520: Define graphic colours 

530- 600; Plot board 

610- 660: Dimension board away, put zero in each 
position to represent no piece present. 

670- 690: Plot column numbers 

700- 740: Plot player names 

750- 780: Set up "which column" prompt 

790- 800; Display Rushsott logos 

810- 920: Select column 

930- 960: Check how far 
counter drops 
down column 

970-1050: Plot counter 
1060-1190: Check for 4 in a 

1200- 1260: Game drawn 
1270-1430: Main checking 

subroutine 
1440-1540: Message plotting 

subroutine 
1550-1690; Set up winning line 

ready to flash 
1770-1880: Flash winning 

line and give 

option I 

1890-2000: Instructions. 



450 
460 

470 



5£0 

540 

550 





,, ,-D CDP=3 
780 6DSUE 1440 _ 

» iHLL HCHBR'10,23,101> 

BIO FDR MMN-1 TO 21 

32 n FDR PL=1 TD 2 

830' I«=Nt (PL) 

840 RDP=22 

S SlThCHRR^. 18,32,10:. 

OQ,, IF st=0 THEM 880 

fgo CHLL SDUNI><100,1000,0> 

310 IF (K<43> + J ; /jj-1HJ 

920 CDL=K-4S 

330 FOR SE=I TD 6 

340 IF BDRRO(SE,LDL.i 




GAME: FOUR IN A LINE 



970 CHA=96+8-?PL 

980 R=4+<5E-i)*2 

990 C=C0L*2+7 

1000 CALL HCHFlR':RjC>CHflJ 

1010 CALL HCHflR<R!C+l)CHfl+l> 

1020 CALL HCHflR(R+lfCfCHfl+£) 

1030 CALL HCHAR<:R+l-C+l,CHfi+3> 

HMO V=SE-1 

1050 £DARIKVsCDL)=PL 

1060 X=l 

1070 Y=l 

1030 6QSUB 1270 

1090 K-0 

1100 y=i 

1110 SDSUE 1270 

u2o v=o 

1130 K=l 

114 I3DSUE 1E70 

1150 ¥=-1 

1160 X=l 

1170 GQSUB 1270 

1180 NEXT PL 

1190 NEXT MAIN 

1200 m$=" GAME DRflWNi PRESS 

NY KEY TD PLAY AbAIN" 

1210 RDP=E2 

1220 CQP=2 

1230 CALL HCHAR<22.1.3E-3£> 

1240 SDSUE 1440 

1250 CLR=1 

1260 GDTD 1850 

1270 FL=0 

1280 FDR RE=1 TD 2 

1290 STX=COL 

1300 STY=V 

1310 FOR S=l TD 4 



,1490 
1500 
1510 

!520 

1530 

.154 

',1550 

'1560 

1570 

1^30 

l l590 

1600 

1 no 

\if.£0 
11630 
11640 
11650 

\l660 
1670 



133 



STY 



1330 STX=STX+X 

1340 IF CSTX>7^ + <ST>!<1>THEH 1400 

1350 IF CSTY>6>+<STY<1>THEN 1400 

1360 IF BDnRD<ST¥.STX>OPL THEM 

1400 

1370 FL=FL+1 

1380 IF FL=3 THEN 1550 

1390 NEXT S 

1400 X=-X 

1410 Y=-Y 

1420 NEXT RE 

1430 RETURN 

1440 DLBCDP=CDF 

1450 FDR PLDT=1 TD LEN (NE3) 

146H K=fli!:':'.SE6SaiE$>PLaT)l>> 

1470 IF KO-59 THEN 1510 

1 43 RDF'=R0F+1 



c ap<.nP+i 

NEST PLOT 
f F T S"l THEN l»« 
SOT0 4 159« 

CULL H, -'S;.p,i,r.,l3u> 









t _J FLASH 

3jK„ 

«l3=Nj;,p L ,, 

FIN*- 



*L HCHfffiQs'-f-JWIN- 



•00 60SUB 14 



S\ L »<» 
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GOTO 530 
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GAME: ESCAPE 
£ AUTHOR: K THORN AND A WESTHEAD 
RUNS ON: A ZX81 IN 16K 



(C) 1933 DERF SOFTURRE 
kTthORN RND R.UE5THERD 
1£1 GOSUB 11M 

IS CI? S;hTS"5* DERF SOFTUR 

~4.Q NEXT 








LET SC=B 




















LET SR = 1 






























LET B=1+PEE 


K 16396 J 
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III 


LET NO=^^ 
















*?■■:,; 


print^St b 


8,5C 


















■ " FIND LI=3) " 








TOR 1=1 TO 








!.' ~ S 


POKE [1*33 








■-Z 1 ' 


POKE (1*33 


+R*31,B 






I9H 


NEXT I 
PRINT PIT a 


























LET K.INT 


RND*721- 






^J^ 


IF PEEK K < 


B THEN GOTO c 




, J G3 










;15 


NEXT I 




























^7 5 


IF PEEK K ( 


B THEN GOTO £ 














s'Ip 


PRINT RT 1 


l; "B " 


RT a 


i; ;; 






-;RT lO 








2B,se,--' B^ 


























PRINT RT 3B,30; ,, B" 








IF PEEK PO 




GOTO 






POKE PO,139 




















tINH.£Y* = 








'S"l*(33 FIND INKEY* 
























:■■- 


IF PEEK. J = 


HO THEN 


GOTO 


:-. = ? 



las GOTO 330 

**B LET NO=NOt 

45B LET 5C=6C+ 

i70 GOTO 33 

430 IF PEEK 

4.9B IF PEEK 

530 NEXT I 



*FRNTRSTIC* 



IF LI=8 THEN GOTO I 
FOR 1=1 TO 10 
PRINT RT 0,22+LI, " 

PRINT RT B,aa+Ll; "I 

NEXT I 

PRINT RT B,SEt 




Will you go [ 
(or the cash, j 
or will you I 
simply try to escape 
from the money maze? 
It's up to you! The 
object of the game is to move your I 
character from the start to the exit 
— avoiding the constantly falling 
blocks which drop on you from the roof of 
the maze. You score more points if you 
collect the cash along the way. You might I 
win the Super Gloop prize — but the exit 
could be shut off by the time you getthere! 
Use the cursor keys to move. We hope you 
manage to Escape! 
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GAME; TARGET 
AUTHOR: KENNETH WOODWARD 



RUNS ON: AN ATARI 400 / 800 IN 16K JOYSTICK OR KEYBOARD 



Phew! When they asked me if I was any good 
with a bow and arrow I didn't think I would 
end up bouncing around on a trampoline. 
Well, you wouldn't would you! But that's just 
what I'm doing — bouncing up and down 
attempting to fire arrows at a target — and 
it's no easy task I can tell you! Once I've 
finished you are quite welcome to have a go. 
But I'd advise you to take a few seasick pills 
first! 

The object of the game is to score as many 
points as possible by hitting the target with 
your arrows. You'lf have to judge exactly the 
right moment to fire to get those big scores. 
You'll score 200 points if you hit the target's 
outer ring, 300 for the red ring, 100 for a hit 
on the inner ring and 500 for a bulls-eye. 
There are nine skill levels. 

Amending lines 380 and 420 as below 
allows the keyboard space bar to fire missiles 
instead of the joystick button. 380/420: IF 
PEEK (764) s 33 THEN POKE 764, 255: 
POP: GOTO 460 

I 10 REM ***»****TARBET*»* *■»*«** 
I 20 REM BY K. WOODWARD MARCH 1983 
I -Wl REM TEL: (0495) 215222 
« GRAPHICS 5=POKE 7ie,e.«*EKIS6.>*2» 
»PEEK(5fil>:PDKE A+6,6 

50 IF PEEK<A)<>66 THEN A=A+1:GOTO 50 
60 POKE A, 70. POKE A-3, 6: POKE A+4 6= P™^ 
A-5,65:P0KE A+6.PEEK (A+7) = POKE A+7,FEEKt 
A+B>:REM CUSTOM SCREEN 

70 POKE 87,1:P05ITI0N 4.1:? *6; "PLEASE U 
AIT--FDR W-l TO 500:NEXT w 
80 POKE 559,0: REN SCREEN OFF 
T^GOSUB^SmTbLANK+PLAYERB 
__3 H1SH=0:WHERE=53253 

120 HITCLR=5327B ! SHOTS=10=LEVEL=0=SCORE- 

T40 POKE H7,1=PCSITIDN 2,1 = ? #6! "select 

IShM 704,216:PDKE 705,0 = REM PLAYER B 

,60 POKE PLH,33.PWE PLH+1 , 15:P0KE 53256 

,0:REM PLAYER HEIGHT 

170 POKE PLX,194:P0KE PLY,30=REM PLAYER 
INITIAL POS p. fi 

iB0 POKE PLX+1.194.P0KE PLY+1,30:REM PLA 
YER 1 INITIAL POS 

190 IF LEVELS THEN LEVEL=» ^ L 

200 POKE DISPOSITION 17,1:? M, LEVEL 
210 FOR W=l TO 250: NEXT " 

Is ^r;t=reJ:?« - ™ »•«« - 

: SOUND e, 0,0,0 




320 REM MOVE BOTH PLAYERS + 

321 REM IF STRIG(0)=0 OR PEEK1764)=33 ■ 
EN POKE 764,255:P0P : GOTO 460 ' 
330 REM 

340 M=INT<2*RND(0»+LEVEL+1 

350 POKE 77,0 

360 FOR MOVE=31 TO 140 STEP M 

370 POKE PLY,M0VE:POKE PLY+l.MQVE 

390 &rS£T- ™ «*• -as «• 

400 M-INT(2*RND(0)I+LEUEL+1 

410 FOR M0VE=139 TO 30 STEP -M 

420 IF STRIG<0>=0 THEN POP :G0TO 460 

:"^^ mov — «** »■«*■ 

458 GOTO 34© 

460 POKE 623,4:POKE 705,95:REM MISSILE F 
I RED 

470 FOR MI5SILE=!95 TO 55 STEP - 
LX-.1,MISSILE:PDKE HITCLR, 1: SOUND 4 
[ :NEXT MISSILE:SOUND 0,0, 0,e ' 

"*- FOR w=i TO 3:S0iJND 0,4,0, B:NEXT V 
0,0,0, 0:POKE B7,1:P0SITIDN 2,1 
IF PEEK(WHERE>=5 AND M0VE>56 AND MOV 
I THEN 1000:REM INNER RING 

r PEEK(WHERE>=7 THEN BB0:REM BULLS 






I EYE 



» IF PEEK (WHERE) - 



? PEEKC53253). 



10 



4 B30:REM OUTER 
i THEN SOTO 959: REM F 



• ; SHOTS; " 



■ i TOTAL 



;F BH0TS<1 THEN GOTO 1050:REM END OF 

THE PROGRAM 
590 POKE 705,0:GOTO 320 
600 REM SOUND FOR HITS 

610 FDR S=120 TO 1 STEP -2:S0UND 0,S,10, 
10;NEXT S:SOUND 0,0,0,0 
620 FOR S=l TO 5:S0UND 0, Z, 10, 10: FOR W=l 

TO 50:NEXT W:SOUND 0,0, 0,0: NEXT S:RETUR 



i POKE 70B,164:COLOR l:PLOT 5,5:DRAWT0 
5,23 
i60 POKE 709,52:COLOR 2:PLOT 5,B:DRAUT0 

670 PLOT 6,14 
680 COLOR 1 
698 POKE 71 

700 PLOT 4, 

710 PLOT 0,26:DRAWTO 3,26:DRAWT0 

720 COLOR 1:PL0T 0,30:DRAWTO B,30:DRAWTO 

B,34:DRAWT0 79,34 
730 RETURN 
740 REM SCORES 
750 REM OFF TARGET 
760 ? M>;"mIsSeD tHe TaRgEt 
770 FOR S=l TO 120: SOUND 0, 
S: BOUND 0,0,0,0 
7B0 SCORE=0 
790 FOR WALK=195 
UALK:NEXT WALK 
800 FOR W=l TO 50:NEXT W 
B10 FOR WALK=59 TO 195:P0KE 
E PLX*1,WALK:NEXT WALK 
820 BOTO 540 
B30 REM OUTER RING 
B40 ? #6i "OUTER RING HIT 
B50 Z=60:GOSUB 600 
860 SCORE=200; 
870 GOTO 540 

BB0 REM BULLS EVE 



1,24 



i STEP 



,10: NEXT 



I: POKE F 



.20 STEP 2: SOUND * 
0:NEXT SiSOUND 0,0,0,0 
920 FOR 5=120 TO 1 STEP -2: SOUND 0, 
10: NEXT S:S0UNO e, 0,0,0 
930 SCDRE=500:TOTAL=TOTAL+SCDRE 
940 GOTO 540 
950 REM RED RING 
960 ? #6! "red ring hit 
970 Z=10:GOSUB 600 
9B0 SCORE =300 : TOT AL = T 0T0L+ SCORE 
990 GOTO 540 
1000 REM GREEN MIDDLE 
1010 7 *6; "GREEN RING HIT 
1020 Z=40:GOSUB 600 
1030 SCORE=1»0:TOTOL=TOTAL+SCORE 
1040 GOTO 540 
1050 FOR U=l TD 250:NEXT W 
1060 IF TOTAL>HIGH THEN HIGH-TOTAL 
1070 POKE B7,1:P0SITI0N 2,1:? #6i M h] 
jHIBHi" ynu "iTOTAL 
1080 FOR W=l TO 500:NEXT u 
1090 POSITION 2,1:? «6j - 

1100 GOTO 120 



130 FDR 1=1774 TO 17B7:P0KE I,0:NEXT 
140 REM SET PMBASE AND DRAW PLAYERS 
150 PM=PEEKU06)-16:PMBASE=256*PM 
160 FOR I=PMBASE*1023 TO PMBASE*2047: 



KE ! 



>:>»'!. V 



I PMBAS£+1293:R£ 



70 FOR I=PMBA5E*1025 TO PMBASE+1057:RE 

G0 FOR I=PMBASE+1291 
AD A:POKE I, As NEXT I 
190 PLX=53248:PLY=17S0:PLH=1784 
209 POKE 559, 62: POKE 623, 1 : POKE 
• POKE 53277,3:POKE 54279, PM 



1 :.' j •: 



(=USR(1696) 




RETURN 

REM V/ BLANK DATA 

DATA 162,3,109, 244, 6, 240, 89, 5&,22 

,240,83,141,254,6,106,141,255,6,1. 

6,24,169,0,109,253,6 
250 DATA 24,109,252,6,133,204,133,206, 
(9,240,6,133,203,173,254,6, 133,205,109,2 
8,6,170,232,46,255, 
260 DATA 16,168.17: 
45,1 



, 136, 292, 20S, 244, 76, B7, 6, 160, ( 



45,205,169,0,145,203 

1270 DATA 200,202,208,244, 174,253,6, 

254,6,137,240,6,189,236,6,240,48, 133,203 

,24,138,141,253,6, 109,235 

1280 DATA 6,133,204,24,173,253,6,109,252 

,6,133,206,169,240,6, 133,205,189,248,6, 

70,160,0,177,203,145,205,200 

,1290 DATA 202,208,24B, 174, 253,6, 169, 0,1 

~\236,6,202,48,3, 76,2,6, 76,98,228,0,0,1' 

1,169,7,162,6,160,0,32,92 

300 DATA 228,96 

310 REM PLAYER DATA 

320 DATA 15,25,49,17,29,3,13,17,23,214. 

27,95,13, 15, 15,13, 15, 15,15, 15, 15, 15,15. 



>,6,6,l 



330 DATA 3,254,3 



.14, 10 



GAME: BATTLE 
AUTHOR: JONATHAN VILLAS 
RUNS ON: A SPECTRUM IN 16K 




Venture into a world of wicked wizards, scheming kings _ _ '' 

and cunning jesters and win control of a castle! 

This is a graphic strategy game for two players. The aim of 
the game is to gain control of your opponent's castle by moving your king to the opposite side 
of the screen and killing the enemy ruler. Your king has two helpers - his iester and a wizard. 

The jester can kill a king with his dagger. He can pick up his dagger by standing next to ft — 
on the right - and pressing the "p" key. He can then stab the king once he gets near enough 
and it you press the "s" key. He can also be made invisible by typing in "W". To make him 
visible again, you must type in "o" after entering the jester's direction - for example "jno". 

The wizard can throw spells in any direction, as long as he is not directly facing anything, by 
typing in a direction and then "f" - for example, wnf" etc. 

If his spell hits anything, that character will be frozen for a turn. This spell will also affect any 
] 2 character standing on a magical bridge - whether it hits them or not. 
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V. THEN GO TO ^ 
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=2 THEN GO TO 23 U 



*0 THEN? 



RND 



TO 13 5r, RTTR (a .'.&— PR? 
p.} »"?, I* Ofc ?BOZEN! 



» ;°-i"So "55 

U B EEEP'- 

Uo TO >»5„ 2 „„. 

1 ?s|»5s5s_2i 



LET 



GO TO 11 ( 



LET 
LET 

■- ■ seep i.-BB.-^gSS? s wife 

""'Erin? S?°.?ttr 





'si© if 5Tv?<ia 

RND flTTR 



i T dli5M^ d flND ) fiTTR ... 



350 IF I 



J »S=3 TtltN UU_ 

I THEN PRINT RT 



IF LEN 



H 



-; LET ..-- 

360 PRINT 
:l*u: LET 
^?B L IF LEN : int = 3 THEN C3D TO 300 

40§ IF P = l AND HTTR <e,n<>5_RN 
- =t TR |e , f > < ! 



AND flTTR ( el-fl?<if. _ 



+08 INK 7 
_+!• IF HTTR 

>7 RNt> HTTR' 



INT RT 19 
IF p=3 THEN 

2 AND flTTR 



2S 5 T Sf 8 ?Sn .M„™« TO «5 5 
isa tf b*I3)= i THEN LET irw-i 
425 IF alll)— O" THEN LET inv=© 
42e GO TO 4-50 



[>B RNt> HTTR 



4.4O IF LEW ■> 

4*5 IF »• 13' • 

448 IF >• I3» -"O" THEN LET 

'450 IF P=l THEN^PRINT^RT 




LET e =e + 
GO TO 110 „ 
460 PRINT _OT r c 



LET 



LET P = 
LET el 
:1: GO 



\ 



14 



LET 
' 5 00°IF P=2 THEN LET P= 

(10 THEN GO TO 

PBiNT'flT'nlii' ink 0; ■■■■• 

= 1 THEN FOR n=c*l_T°.i 6 



5 S!a L =r p 
!Tip I ri"_?s?irCs T 



B05>l_£T y =a . , «, _ 



U,1S, ■= = 1-. 'iEi INK 2 — 

9M if D _ 3 * T " : "ETU^N 

'^k5 iJ?!" , '" ! 'S" kJJi'fS THBN "n 



01,10: 

sai X iF n «=i THE? 



C=-i THEN FOR 
STEP -l" PRINT * T c ' 
7al,10: PRINT RT c,n 

: s*«iF fl v-i twrtwLjjj 

pS?NT T *T T c 1 n? L 1 INK„0^i; 

545 
5^» 



5y ? IF ■'■ 
-1 TH 



INK 

NEXT 



c=c tf u = -l men 
! STEP -I" PRINT RT I 
'p .01,10; PRINT RT n,dl, » 
'tee if*!-! THEN FOR n = c_ p l 
>7 PRINT RT n,Jl;"K = BEEP 




J!?© if ftsirvssg ?? ™ i 600 

=a-i AND riEbJ 1 no r„! a * b) on f«i 

1600 print i? B ?„ 



PINT RT 
*INT h j5T d !I?S' 



— ■■•■ "i la, a i ■• ■—««- j.o, -ae 

1700 p RINT Q T "i„ G TO 130 



BEEP i.sa 5Top Goon 



e coming! The I 
coming! Blobs are deadly — : 
you see one on your journey t... 
the sharp space cavern, avoid them 
at all costs! There are aliens t 
but these you can shoot with . 







SETA*: IFA*=""THEN102 

PRINT'S": RESTORE: G0T03 
05 DATA0. 1.2, 3, 4.5, 6, 7,i,5, 4, 5. t, 7, a, 9, 10, 11, 11, 12, 12, 13, 14, 13, 14, 13, 14, 15 
■" DATAli.l? IB, 19 18. W 19,20, 20, 21,22,21, 23,24. 26, 25, 26, 25, 24 23,22,21,21 

DATA20, 19, 19, 18, 19, IB, 17, 16, 15, 14, 13, 12, 11, 1 ij , 9, 8, 9, 9, 8, 7. 6, 5. 4, 3, 2. 1,0,0 
0B DATA1.2, 1, 2,3, 4,5,4., 5,4,2.4,3.4, ■ . < v . c . l«, 1 1.12, 11,13, 14, 13, 16, 17, 16, 15, 14 

09 DATA13, 11, 10.9,8. 7,6,5. 6. 7.6.5.4.3.4,3. 2. 1 .2, .5.4, :,.:.:. :.!■•). : .2,3.4,5.5.5,4 

10 DATA4,l,B.6,7.8,9, 10,11, 12, 13, 12, 1 1, 12, 1. . . ':. 16, 15, 14, 13, 14, 13 
.11 DATA 13, 12, 11, 1 1, 12, 1 1. 1 0,9, 8.7,8,9,8,7,6,5,4,3,4,5,6,7,6,5,4,3,2, 1 

ft2, 3, 3, 6, 5,4, 3,2, 1,2, 3, 4, 6,4, 7, 6, 5,4,3,2, 1,0,-1 

::■?■■ :fp":. ;thenu&=1 



l>-i*d-1THENK*- ,- iwse 



i sy5 '""' iTiiniri inwimmnni m 

I 240 tFDB=3THENK*=' , !i»^T7rTtaa' 1 
256 IFQB=6THENKt="- «^™-J '-— ■■ 



1 351 PR NT'SnUTRU cniKco; 



• 351 PRINT" 
352 PRINTI;" 
"""3 PRINTHSl 



stabc, 

10); TAB 



; i" ! ' : : 



HSS(J+i>=HS*(J> 
u!0 
.2) IHSJIII ;TABf20> 



";hs;" held by 



IHIQH 3C0RESB":F0R: 



TAB (12) ;HS*(I) JTOB(20: 



799 FRINT"B":F0ROG' 

Di:^ LDTMTTin>hn«. 



■ -.9 PRINT-™ 
I 820 PRINT"* 
I S30 PRINT 1 '*?! 



'S£5S nlS EF =B l C > STOftTSOFT UNLIMITED" 




■ tdv rmiy r - »-*«». g at 

990 PRINT"* "«fc. « g 

I 995 FORHJ=1TO20O;NEXTHJ 

999 NEXTWG:OL-2" ; ' 5 



101O RETURN 

1050 Y=-X+KIL 

1051 FORLOO-1TO 

1052 iwJSSKtAV 

.055 

il-rtt-K ( Y) =199TH 
P0KEY,SSlP0KE45 



TO20:HS(BGK)=aL:OL-DL-100[HS*<GGK>' 



• - • i ) : POKEY 
» *=40:Y=25 
I ..-l DEF FNY(Z)=SQI 
■ 
Ug3 FDRZ-0TQR 



25THENllt 
. IIOS RETURN 
I 2000 PRINT: PRINT" ( 
I 2801 PRINT;;These ar 

iNT-m - y T?liI 

2608 PRINT"Your nea 
J 2010 PRINTCHR»<<?6>! 
I 2912 PRINT"The 



>u will meet 1 

! BL^BS?"' 
;n. Shoot it h 
if BLQBULES 



Ml p^!K T ^? RNrNG ^ hen W — 

2015 PRINT 1 ' If vlu°ann ? t «Ur f F?S?Mr flte cr ?? h 




■I las-aasEP 



there is the odd 
policeman, 
poisoned fruit 
and don't fo 
the snake! Di 






fessr "——-J 

I *«*, H+i) 
■ 338 (CXT 

IS S<S)HB««iK"»"-" ro " 
|?fe SSmraaKOM*' :«"<"» 

l^ T .°^..^<»»^'^''°« < « I '' LZ(N,, '"^ > '" EZ< " > ' aK( ' ,L> 1 

I ™'b"bE«»» IFMO-STBRT-THEN9S99 
I IBB BEBCM: IFMO-OBJECTS THEIK99 

r i S?'or RE »,4m».T, 9 »e 8 ,PL«,«e e . 5 To P . S «,o I v t< «.EN, K 

1 1044 DBTfl 5000 

I 1050 DfflB »JECT5 K NlFE,3,FM,-l.FRUn.2,10P.-LO»',- 

llBSO OBTB KEY, -L SUM. PUIS Y.«. mi'" *' 

ll"l T MT» ««'^ L |™'"'.S^» 
1 1064 REBCDl'lFPtO'ElMTlOHS-THl 



GAME: BLACKPOOL TOWEK 
^CONTINUED 



1 1865 F0RN=1T0NL ^^^^™ 

9REPERT:RERDP*:IFPK>"*"THENL*<N)=Lt<N)+P* 
B UNTILP*="*- 

■ 1990 REflDNKJ<N),EfiK<N),SOZ(N),HEZ(N) 

■1895 NEXT 

Ii99e READD$:IFD*0"END ,, THEN9999 

■l09? RETURN 

llBSS DflTR LOCATIONS 



■ 1185 DATR"T WILL NOTOPEN. EXITS NORTH AND EAST ",*,2,3<0,0 
■1110 DATA"V0U AP£ IN THE LOUNGE THERE ARE SOME DRAWERS BY THE WAU.I 

■ ALSO. A 
|lll5 DATA" LIQHT TO THE NORTH IS VISIBLE, NEXT TO A SETTEE. ",*,6,0,j 

3 DftTRTOU ARE IN THE KITCHEN. THERE IS A LOCKED DOOR TO THE 
■EAST. THERE 
1 1125 DATA" ARE SEVERAL CUPBOARDS ON THE WALL -,*,0,0,0,1 

■ 1130 DATA"VOU ARE IN THE BACKYARD THERE IS A SNAKE LVING ON THE 

■ GROUND 8V 

Ill35 DATA" VOUR FEET",*, 0,0,0,3 

■ li4B DATA'VOU ARE RT THE BOTTOM OF SOME STAIRS. THERE IS A CUPBDARdI 
I AT THE B 
■ll«5 DATA'OTTOW BESIDE VOU. ",*,0,6,9,0 

■ 1150 DATR"VOU ARE IN THE FRONT ROOM THERE IS A SETTEE IN IT. THEReI 

Ill55 DATA"A COAL FIRE LIT. IT LOOKS DANGEROUS. VOU CAN SEE THE G 
■RRDEN THR 

■ 1160 DRTA"OUGH THE WINDOW TO THE NORTH SOUTH IS THE LOUNGE, EASt| 

|1165 DRTA"THERE ARE SOME STEPS TO THE WEST ",*,0,7,2,5 

■ 1170 DATA'VOU ARE IN THE HALL. A LOCKED DOOR IS ON THE NORTH WALL. 

1 1175 DATA *, 0, 0, 0, 6 



ROOM TO THE ■ 



1185 DATA" SHULWITHTHE KEV IN THE LOCK ",*,1- 

■Sh 8 ""!™ " vou fiRE ftT THE T0P 0F THE STflIfiS THEREIS fl ^ T0 ™ E ^' 

Ill95 DATA 0,10,0, "VOU ARE ON THE LANDING. THERE IS F 
] SOUTH, A 

■ 1200 DATft"ND ONE TO THE EAST",*, 9, 11, 12,0 

■ 1205 data"vou are by a bed. exit west ",*,0,0,0,10 

■ 1218 data"vou are in a bedroom with h bed to thesouth there is a cl 

■ upbofrd t 

il215 data"0 the leftof vou ", *,10, 0, 13,0 
■1220 data"vou are by a bed. exit north. ', *, 12, 
■1225 data" vou are bv the road, u1ch runs erst- uest there is a ho i 
■use to th 

mm L'HTffE NORTH, ACROSS THE ROAD. ", *, 15, 1S,& 17 

■1235 DATA"VOU HAVE JUST BEEN RUN OVER BY A CAR ",*,0,0,0,0 

■ l240 DATA"THE ROAD COMES TO A DEAD END AT THE EAST. THERE IS A Cfll 
|R PARK TO 

■1245 DATA" THE EAST AND A PATH WEST. ",*, 15, 18,0,14 
■1250 DATA"THE ROAD RUNS EftST-WEST. THERE IS A TOWER TO THE ERST " 
I, *j 15, 14 






|l™5 OflTM CIS, "VOU ORE IN THE CRP PARK. THERE IS 

1 TOUR SID 

■ ■1266 DATA"E. EXIT WEST". +, 0. 0. 9. 16 

Il265 DfiTfi-'VQU ORE E:¥ BLACKPOOL TOWER VOU CAN HERR THE SEA IN THE 

1 1270 DATA" THERE 1SR KAN flT THE MOP WHO WOULD LIKE 50P. »,*, 6,17,8 | 



; XI 




":FD=i:I= 

I-t:U!<H>°WI 

IFBt=""THENPRINT"GET WHAT ?":G0T098 
1 2B10 NEXT 

2820 IFFD=0THENPRINT"I DON'T HAVE A "jB*f" !' 
2830 GOTO 30 

12290 IFD=5THEHFR1NT"I CAN'T CHRRV ANV MORE. ":G0T098 
2202 IFBt=""THENPRINT ,l GET WHAT?":GOTO90 
|2205 FD-0:FORN=lTONI:IFOf:N)=BtANDLv<N>=Rt1THENF'RINT"CiKflV. ":I=I+1:FD 

;LX(N)=0 
12210 NEXT 
2220 IFFD=0THEN150 
2230 GOTO 99 

2400 IFBt=""THENlNPUT"EAT WHAT", B*:GOTO2400 

h>4ia IFB*="FRUIT"flNDLX(6}=0THENPRINriT URS POISONED ":GOTO9000 
!C9 PRINT"! MUST HAVE THE »*■•»" T0":PRINT"K ABLE TO EfiT IT. u :GO 

IT09B 

-■iW FD=0TORN=1TONI:IFLK<NK>RMTHENNEKT:QOTO2630 

>610 IFFD=0THENPRINT:PRINT"I CRN SEE. . ":FD=1 

|2620 PRINT"A ";O$<N):NE!<T:GOTO90 

2630 IFFD=6ANDV*="L0CK"THENPR1NT'I CAN'T SEE ANYTHING SPECIAL 

2640 GOTO 90 

2300 IFB*=""THENINPUT , 'OPEN WHAT-iB* 

2605 IFB$="CUPBORRD"THEN2850 

2810 IFB*="DOOR"THEN2900 „ 

2815 IFet="DPAl€R"THENPRINT"THERE RRE SOME PAPERS AND A FORK. :lXti 
Jo)=2 
■2816 IF8$="DRAWER"THEHL;:(5>^2:GOTO90 

A 12850 G IF T RM=5TKENPPINT "THERE IS AN ELECTRIC MTER WITH .10P ON IT.":LK(| 
.,* 1-1==; G>"iTO90 

& 2860 IFRM=2THENPRINT"IT'S FULL OF CUPS. " :LK(8)=3:GOTO90 
Ikj $ W IFRM=12ANDLKK=1THENPRINT"IT'5 LOCKED ":GOTO90 
NJ* 2870 IFRM=12THENPRINT"THERE IS A KEV INSIDE. ■ :LK(1)=12:GOTO90 
"'■. 2899 GOTO 150 __ 

H 2900 IFRM=7ANDLUi=lTHENPRINT"IT'S LOCKED. ": GOTO90 

■/ \290i ifrm=3ANDLb:;- i ? DM „ . 

>2905 IFI^7f»LL**THENPRINT"VQU CAN SEE THROUGH TO THE GARDEN. .NO 



SOUTH. " 

2999 GOTO150 

2800 IFB*=" H THENINPUT"PICK WHAT"jB* 

3605 IFB*="LOCK'THEN3020 

3919 GOTO 150 

^826 IFRM=?THENPR1NT"I CAN'T PICK THIS LOCK ":GOTO90 

3830 IFUOXMTHEWRIHT'I NEED SOMETHING WITH SPIKE5 ON IT.":GOTi 



. U :FLM 



13899 GOTO 158 

J 209 IFRM=5THENRM=9:GOTO70nSE149 

■ 3409 IFRM=9THENRM=5:GOTO70ELSE14e 

■ 3606 IFBt='"THENINPUT u POUfi UHRT";B* 

■ 3605 IFB*= "WATER "THEN3650 

■ 3649 GOTO 150 

■ 3656 IFUi(9>O0THEN150 

■ 3670 GOTO 90 

■™0 IFFItBTHENPBINT-1 HRVE THE FOLLOHING 
PRIHT"fl ";0*<N):NEXT 

IS ww~"sl" BKm "' M "' T NBVE ""™" a " 

|4»B0 IFW— THENIWWUHJiat »H»T"i » 

■ 4185 IFUKUOmOKMT-BUT I HAVE NO KEV "GOTOSB 
I™ "F»«-7THE«LL2=0 : PI!IHT-OKBV. ■ G0T098 

■ 4815 IFRMTHENUE.BiPRINT-BKflV. -:GOTO«0 

■ 4200 IFBt— THENINPUT-REBD l*P,T";B« 

IS ™-;™-™»-«">-™« M T-,T-S BL«. ..«,,«, 

■ jOS IFB.= »THE»IMPUT-PLflCE NHBT UHEKE-;» 
|«10 IFLEFT«Bt,S)-LITTER-THEN4650 

■ 4649 GOTO 150 

|^, ' F '" 1W<8, '°'°-" ""•«"■»<»-» >-« LITTER SINVMBMSrel 

l S 50p":OOTO98 

■ 5049 GOTO i» Tpy RaRM " i «:IFV»-'V"«» UH 

ls>000 INPUT"D0 YOU WBHT 1U 

feiS«n ..- ....«*—■—""" 

IS Sn5B0-.FS.KT. PRINT 



" GOTWt 







l" "ten ,rm «• >«™.r lo d e „ " 

J Control deys are- lm ,- 



Holds the name of the high scare holder. I 
Holds the value of the players scon 
Holds the value of the current high score. I 
Holds the sector number. It is used to 
control the difficulty of the game. 
Holds the amount of fuel left . 



letypei 



falientoappear.lt A«) I 

r will appear, if a 2 then I 

jpear and if rt equals O 

destroyed. 

»r of times the alien can I 



■EXI%: 

Ifti-.. 

■ EX2%: 
IeY2%: 



Holds the old X co-ordi 

Holds the 

Holds the 

Holds the 

X co-ord of where first 

X co-ord of where first 

X co-ord of where seco 



50 OH ERROR GOTO 
•SO HFlME*= "ELECTRO 

70 S;.=:0:H":=^O 
3@MODE:G:GO@UEi430 
30DIM fK 1) > 


17 30 
1 COMPUTER" 


110 MODES: 






■ ■■ ■• 


3 n. HR«235+i i ■■ l ■■ ■■ if 

HR!r,s-i.CHR*3"K i P*J?*J5*C 

130 GCOLO ■ 




L0T85, -.' 50 
0TS5, im, V E 


:■■■■ ;">. II, 



GAME: FRONT GUNNER 
9 CONTINUED 




&jSS**5»*t»M 



S&BlV^B 








in 


■ , : PR 1 1 IT CHRS< 223+flc f\ J ) 
i 970 EHDPROC 

980 DEFPROCF1 .FU^-FU^-l : PROCFU 


t§&& 




p^" 


IEL l..i!i)PROC 

9MDEFPR0CFIRE1 
J 099 MOVE -640,-ie0 :G CDU4,I-.DRH 

W0.,9:MOVE64e., 100 [.PRN0,, : S0UND2 
. 1, 100, 1 ■MOVE-640 J -l00;QCta.4,0:D 

1 I'HUIti., i.« MOVEiS40, .... la0 . DRfHljg , 8 

1019 FU;;=FLr-;-5:pRriCFUEL ; 
Ipse I1OVF.0..S:IF POINKB,0K>0 t| 
HEM PROCEXPUODE 
1630 EHDPROC 




« 


p 




t(w 


y 




oc ' >> SCORE: ",S^; : VDIJS : ENDPR ■ 


*^^V'v 


I 


A 




1 OSBDEFPROCFUEL s VDU4 ; PRIHTTRK S 1 
;38>j "FUEL: "j » "j TflB< 5,30?; Fu! 
■l; :VDU5 EHDPROC 

I0SO i:'EFPROCEKPLODE:S0UHM,l ^jl 
0,10 CC0L3,PNDO6>-i:F0R £fc=l ToJ 


L>m^ 


* 1 . 1 











HTCHR*S 15 
,EX!W>EY2 



Vi TO 1W0 HEX! NEKT 
^-'iO0:PR0CFUEL'.EHDPR| 

Vf VX '^': : "> PRQCHH f -»'" ifa l 
l(V . .42? PP0CHR.:0,1|J 



I HEXT 

1110 FKF 

1120 ehd 



i PROC SIGHT 

i IF RKFV,>=1 THEN S^SK+l 

IF fKFH>*2 THEN 8:^S-;..lf, 
PROCSCORE ■ FOR GKM TO 4000 



GAME: ZOMBIES 
0AUTHOR: MACES OIITOHD 




Are you cunning enough to outwit the 
hoardes of evil Zombies out for your blood? 
Are you clever enough to avoid being 
eaten? Or are you stupid enough to attempt 
to head-butt one and end up as worms' 
meat at the bottom of a crevasse? ! In any 
event the aim of this game is to lure the 
Zombies into strategically placed pits and 
trap them. You appear as a smiling face in 
the centre of an area full of nasty zombies 
and those all important pits. To win you 
must lure all the zombies into the pits — 
but beware — they always move straight 
towards you and may join in twos or threes 
to attack! 

So a good strategy in this case is to lure 
them into a group and position yourself so 
all the zombies attacking you fall into one 
pit. A good trick if you can pull it off! 

If you go off one side of the screen you'll 
come back on the opposite side — but this 
provides no easy means of escape as the 
zombies follow you relentlessly. You 
venture into the uncharted lands at the top 
and bottom of the screen at your peril! 
Eight directions of movement are open to 
you — and the zombies. These are 
W=up, X=down, A = left, 
D = right, Q,Z,E, and C control 
diagonal movements. 
Don't forget this is a 
Book of Games 
competition listing. If 

you are among the 

top five scorers on the 

closing date for 

competition entries, 

February 16th, then 

you'll receive a 

specially selected 

games tape for your 

Vic-20. So get in a bit. 

of practice and then 

make your attempt 

at a high score. 
Once you've 

done that, fill in 

the form on the 

contents page, get 

a witness to sign 

it for you and 

send it to us, at 

Computer and 

Video Games. 



Breakdown ol the program: 
Lines 5-40: initialisation and preparation 

Lines 50-90: position and draw zombies* . 



Lines 130-180: 



moves smiling face and ched 
for zombie or pit. 
moves zombies and checks X 
smiling face or pit. 



24 




« 



Lines 400-420: sound effects and scoring when 

zombie falls in pit. 
Lines 500-715: sound effects and message for 

player's death. 
Lines 718-730; plays tune. 
Lines 740-770: prints scores and prepares for 

another game. 
Lines 2000 2080: sets up user defined graphics. 



'J '■ team . ■ ' ■-■ ' I V-i' , 

■ ■■ ■ ■ ■ 

■ '^'JV'THrrix^' v *' 




5 IFP=4THEW4aa 
l IFP=2THEN70a 
■ IFP=80RP=l(»P=3THEHfl(D=3 

■■:■■:-'':!:— i r-.?;tn- j ■..&, : , fniT:-34ea*M<i>+22*N(i),2 

* NEXTrGOT0139 

i r.'i-=i F:p'.^i5rao;TFr-i:paKF3ea?f..223.i,' ?n h -F3 6r =:7.3..,, hevtm sosc+rc-c+i 

i c^MT'wCiM-="5+s*t-C"ll PT'C=" SC'M S="3"l " : IFC=5+S*5THENS*S+! :C=0:OOTO3B 



RT-] TD1 80 ■ HEXTT i NEXTV : P 

»M(HIHIIWIW<WI>I". III. "i»«MMWUmMwim»|«i" 
: PWE36E793 Pill!E:<6S^f . P01'E368S9 . 240 
i mre5r-er:5.i5 fopi^itoh PF.f.Dfl.B:pnFE36f;76.fiTOP.>lT0,5*2B8:NEXTT 

I ::r.lE-:.-:-:-~.r- Fui=T>lT02? NEsTT'NEXTI 



2008 POKE3a.2S:pOKEW.2S>POreS:l-.B CLP 

FOPt=PJTnsi I ■P-riKFrii;&*i .peek -;->S+i:. HEHT : 007028 

:r.:i, Fr,P!=f.-ri^ peri: pm ■ ■-.;s3.2!!:G0T04a 

" OTTR12. J2-J 124,68,4,4.12 
2940 DfHfl48.48j3S.62, 60, 32.32- 43 

2956 IWTA60, 126, 2i?, 255. 219. 195, 126,69 
266? BfiTP.231,231,66.231,66,165 165.16! 
2970 BflTfiO. 28,62, 126,68, 124,56, 9 

rtw-s r:q-t -1 !-■::■; :■■: ;..i.?? [.193.2 ?ee, 2,1%, 1,193, 2.189,1, 193, 2 
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OAME: METEOR ATTACK 
AUTHOR: PENNY ASPATURIAN 
_ RUNS ON: A TEXAS TI 99 / 4A in 14K 






StvfH 



"A -s-*T"i.*x 



r»»" ««"».»;?-. 



I 



GAME: FROGGA 
^AUTHOR: MARK WHYSALL 
RUNS ON: A 8 x 81 IN 16K 




This is a version of that^ . 

-world famous ^riSSE 
arcade game 

featuring a leaping amphibian which you've 
all come to know and love. The aim of the 
game is to help your friendly frog reach the 
safety of a lily-pad. He does this by crossing a 
road and a river — helped out by turtles and 
floating logs. There is a clock which gives you 
just 90 seconds to negotiate the road and the 

'river — if you don't make it in time then again 
you'll lose a life. When you have helped five 

, frogs to safety you move onto the next screen . 
Screen two is the same as the first screen, 
but on screen three the road becomes even 
more dangerous with a heavy build up of fast 
moving traffic. A snake appears on this 
screen — which can give your frog a deadly 
bite. 

— The game also features a hi-score Hall of 
Fame — so you can show off to all your friends 

—if you get a really good score! 

-* Control keys are: W for up, S for down, H for 
left and J for right. You get three lives. 
Scoring is as follows — you get 10 points for 

__each leap forward, 50 points when you safely 

—guide a frog to a lily-pad and 1000 points plus 
an extra life if you manage to complete a 






ypimm-4- 






ssss Sggg 



a Gosue 7000 

3 LET L = 3 
1 LET LO=0 



10 LET PI =31 



. ;s s I soo ° 
a tin &&""• tn ■>• 

aoou 
*3£2 if 






QOO 

OOO I 

"ggOG I 






,uuou- un 
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t8S5 5gFS.^Sl?B*l ™EN GOTO 

635 IF «> l S a „e . D _n* 



Ifpj 



MS REM I 

*3B IF INKEY*=' 
! 94© IF INKEY*= - 

2 g = 3 if inkcy*-""" THEN LET , 

= 960 IF INKEV.^-5- ™EN ^ K=K 
"C XF XNKEV.--U- THEN U* S- 



■ THEN LET I 







.SCORE 50 FAR. 

-.518 print firr e,e ; - 

YOUR MOMir '"' 



1010 Pg 1 "!- 
1 laaa Ir_T ■ - 
IlSS GOTO P 

H taaa poke 

life §&*■*■■«« 

isss «£*?. 

bate pane p* 
a*sa next t 



Ue»® be? S! s * 



"goto wbb 



YQUR Nfl HE 
10 LETTERS 
5»a« INPUT J 
553a IF LEN .._ 

5550 GOTO 5040 



10 THEN GOTO 55BD 



SCORE OF 



iPSei PRINT 

3Gtf 



RT 3,4; 



FRO< 



INT RT 9,9; "BY I 
SSKrlSIoH'S' "press N.-L TO If 



■ssa input 



500 RETURN 



GAME : SNAKES 64 
0AUTHOB: JUSTIN VETTA 
RUNS ON: A COMMODORE 64 




I You have to be a really 
slippery customer to 
master Sid the Snake. 
He zaps around the 
screen eating tasty 
snacks as he goes — 
and growing longer all 
|ne time. Sid moves 
faster after each meal 
and it requires split 
second timing to 
control him. You must 
keep Sid clear of the 
walls — and there are 
some poisonous 



morsels dotted 
around among Sid's 
snake food which he 
must not eat. You 
must also stop Sid 
running into his own 
tail - a difficult task 
as he grows longer and 
longer. Control Sid 
"sing D for up, Space 
for down, X for left and 
p for right. Full 
instructions are 
included in the 
program. 



.! POKE53231.0 

7 FT 1,0 NEXT 

-■■■• he::-t 
l« ™ T=,TOI0:;<irHT( FHD'n*91S).41 

l.JS IFPi a -r"TNEN0*l 
1.. IFPFEFffii;=81THFIi8n.] 
160 GOTO 1 00 

P0hE..-l,7 c ..., IFllkr ^ j:?T . j, r ,-, h , E;;42 ,, |( - 







,1 5S3SS IS SSffiKJBSStaSSS^™""' 

■ ■■■■■■■ 

240 POKE1024*:i-102 : PWE55296+X'' 
£50 NEXTT 
260 H=0 
270 OQT0155 

S pp'tHT-OTMWWa HONOUR BOARH " 

Is; s&KffiSt s » ™ »«■: 

fi4 PRINT" 3CT HIGHEST SCOPE BY XI WAS H3 
, , PRIKT. 4TH HIGHEST SCWE W W « „^ 
516 PRINT" 5TH HIGHEST SCORE EV ' E* WAS H5 

, w ,- € TT. != TI ="V"TNEHPQKET,2Sl.a 0OT01 
■54B IFTi="N"THENEND 
350 1 



-HMB K2*SC<»*M W-crWB* 1 INPUTS GCT0312 
H, £ £ = £ M=C. INFUTC^OOTOSIZ 
EI=0* : INPUTDt : GOT0312 




B*=CJ:CI=EJ^*=B* : BCTO«0 

410 IFSC->H3THENH5^4 H4-M? 

490 IFi:C>H;.THEMH5--H4 H4-H, 
1 4 ™ irs:>n4THEMH':„H4 H-l- .' 
I j^ H^sr SHFIJTC-J--00T0313 

I^UtT-MWMMM SHAKES 64 
I 515 PAINT' 
>e PRINT' 
_ .:.'; F*i!iT 
■ 54? PRINT 
I 541 PRIM 1 "! 

542 PRINT"! 

*g Ki&SKSHn SNAKE TRAVELING *NND 

s pp. SS Tt^VT e /^ b taiT' 

ti " c ,;;-T.m«*-=.= 5PRCE to cohtinut." 

680 GETR1 IFR$=" "THEN640 
618 GOTOS00 

640 PKIUT-OTWWOU RPE 
PPIHT-jawWTHC CONTROL 

a ppint 

C1 t-PTii™ 
= p;IH1" 
:0 PRINT" 
il, PPI"T' 
>-. ppim'- 
■.■-■ =p;i;T 
=S PRINT' 

J0 CETP*:IFPI^ 

IP OOTOTOB 

po F-.u-E-=4i96 ■ 15 _,..,„,; 17 pm-E54'73.17 fi 

, | F c . -w«« 

;20 RETUP.N 




iB SPACE TO STR.PT Pi.FVV" 
■thE1]p.>TS3::.;i.1 G0TO5 





GAME: CAVERN BLAST 
# AUTHOR: PETER POTHEBGILL 
BUNS ON: A SPECTHUM IN 16K 



| '"Mr blaster whfch £ u '* e T and c°«ral a I 
I nrTJ he atta cWng Z„T. "« to shoo? I 
IpraectsthelortrasfJinH * '"rce shield I 
I the force shield. II an alien mf must "Wee? { 
I three times then th. T T aees, °blastit I 
I destroyed. n ,h « '"tress win "l 

30 points for (JSTf J'uMws. Vou score I 
J »"»■ At 1 ,000 and2 ISn l e "'„ 50 ' or a »««o» | 
| "Muded to re C0rd ™ s * S«o™ table is 

1° sounds is pr„d UC e d et r callsa " a n-ayJ 
I subsequent number, . t by Peeing °„| 
1 Program. """"bers throughout the! 

-fctetpearTnVd''" 6 ^'' the two I 

and,r chine <°* S!ASr te s °™ "J 

™>? epr °Sfamston. Thf, cl l a, ' e called f 
| omitting line 3?7n " Tn ' s can be cured by I 







PIPS/ 



i 






RERD a 

a : HEX i g NEXT f 






5 5 BORDER e,. PftPEn B . 

127,SB, I 

em DAM a*,7a,ax<,i*a>*?',a» 

70 t-ATS ->,12,B2,199,25S,62 1 
M^DRTR 15,52, 124,215, 216, 12 






SL P ?BE.SLS.I 



CflUERH.BY Ho5l8r S5 SEfiE INSIDE * I 



f_**H THREE T 5 "- 
I| DESTROYED! 



^ i^t=. I HUYED ill" — ■ "" 



50 POINTS" 



- -fit IB, 12 I 



590 IF "IKK?,'! 

TO 1000 iNKt,i 
IU8B 14 

600 NEXT f 

510 GO TO 570 
till ££" c ««rn *c 
L000 FOR f=5 Tfl i = 

iltl §I5 P -805T20 6 



IMK 6; PAPER. 



lira asp sw ,-. 



j = jt) LET bx 

■ 1220 LET 

■ 1230 1.ET 



1200 LET 

>— ,, 

■INT (RND* 

2 S 

:INT (RND*- 
i2*0 LET sc=0 
1S50 LET Li=3 

NEXT 



I 1335 LET 

"2240 LET 

1S50 LET 

1290 FOR 

1300 FOR 



■ iu XV STEP 5 
:J0 TO 5TEP 

NEXT g 

INK : 



*■!',■* 



INKE<-* = " 



! AND ax 



i'Wi PR IN 



■ -■■ „BEEP 

1530 rr iN^ EY i=.. p '.. TMEN GO 5Lie s | 

ssag fSxtipsp*?^ ,™ew P«use 

^ print rt »»,' ( ;; j N £ ' 



■ UO 3700 

wtgtjr rt 



» thenI 

C 12S.00 THE»-il 



A^o"!Si*'-i^^ 



,LET dx=2S L ' 



;-■ PRINT hi 

I 350P LET ti=(i_i 

-BINT RT .f 3 Ji TOPER „. pLO | 

s?!! SB™ T »T"fJTai„ 

\m |Itu„„-» 

JINTS" S ' * ' *N* &;" 2 (jO 

'OR fl-O TO 1 
» 9=0 TO *a STEP * 

|pl si?p'ri«T?.jf |£ ?, «„ 



fo 



■3770 FOR 75* TO 37 
■ 37BS R RINT 57 Jiff;.. ■■ NF 
'HINT HT Cx^i;" ' N £ 



,13610 RETURN 
■ o-wuw PSIhT i 



iMt J. 

*00S FOR 
+010 BEEP ,j 

HSVfer', *«» 

S§g"og§f!S Y Sr . « 2 '=" •'<=»""« fortrI 



- 1, -23 ' 



""^ PflTN-r hT 
TROYED. 
■ fS??. E;9S_ f = -lS TO -35 5TEP 



i *i3^0 roR r 
I -t040 BEEP 
,| -t0SB NEXT f " ' 

PR1KT RT 14,7; "YOU HAW FRl| 

■Sggp"fg5 B ;g ,,B ' 10: ' BEEP -^s, S 0: 

►*eXT f 

114100 CLS . GO TO 500 

I 3000 rem L.5ER T DEFINED GRAPHICS 



"GftVERN" LINE 1 



GAME: MILLIMAN 
| AUTHOR: IAN JAMIESON 
. HUNS ON: A SPECTRUM IN 16X 




|g *§££ •" POKE _„ 

*0 ORTfi 6B,lS 6/ aS5, aja a i a6 B 

*8 »»tr -^e, SSB , 2ia , #j255 ,; a 



■ ■ ".■ 






k^*** 8 ^!**. 



Who wants to be a millionaire - you all do 1 
Well, here's your chance. All you have to do is 
guide Max the Milliman among the giant 
tulips - picking up all the El and £5 notes 
you can find. Toscore points you must deposit 
your haul in your personal safe deposit box at 
the bank. 

Unfortunately you keep misplacing the key 
to the vault and you must find it among the 
tulips before you can get to the bank. Also 
chasing the cash are two bomb dropping 
millipedes and a ravenous Pacman' To pick 
up your key or a bank-note you must position 
Max over it - the same applies when you 
want to deposit money at the bank. To move 
on to the next screen you must return home 
Each screen will only end when the Pacman 
character has reached a third of the way up 
the screen. The Pacman will also occasionally 
drop a ring - which is worth bonus points if 
Max collects it. 
After the easy first screen a millipede will 

appear and drop bombs — beware of 

leaving Max on the line belowthe buildings 

as , t , h LV swhere tne millipede appears 
If Max runs into a tulip, " 

hits the Pacman or is hit by a 

bomb you'll lose a life. Each 

successive screen has more 

tulips to tiptoe through and 

two millipedes appear 

Control keys are: 7 = up 

6 = down,5 = left,8 = right 
IMPORTANT NOTE: 

Please remember to add 

line 9077 LET ky=0. Lines 

102 and 8335 may be 

omittf* 



EO DBTB 0,95, 159, 151, 101 j 

52 DRTR 1,3,7,15,31,63,137 

54 DRTR 126, 192, 224., 24B, 24S, 25 

3,254,255 

60 CRTR 146,84,56,254,56,84,14 

' 6* OfiTfl 0, 26, 62, 25,34, 65, 34, 26 

65 D-RTR 40,56,16,56, 3, J, J, 36 

6a OHTfl SB,a,8, 327,93-s,20,54 

70 tiflTB 12, 12,25, 126-88,60,96, 

.-J® i>»Tfl 24,36, 72, 32e„26,.60, 70- 

7* PBTO 60, 136,21=', 255, 233, 231 

75 "FOR 1=55000 TO 55026 

76 RERt> a. POKE n,a.- POKE n+30 

78 NEXT ft 

80 FUR n=3 TO 14: HERO »,b 

62 ROUE M.b: HEXTT n 

35 MTfl 6,20,15)7,03,0,3,17,1,0 
,3S9,S05, 381,3,225, 37,16,0, 157, & 
37,82,32,240, 193, 16, 233, 203, 0,0, 

S0 DRTR 65033, 3, 65B3*-35,61S03S 

J ;££*-** + 3-255,3 + 3 -32, a + 3, 237, a + 3 

- 193, B *J , 16,a *1 ,230, » H ,^03 

100 LET r»=0; 3 LET**=3 
302 LET t?=3 
105 LET bH=0: LET cr=0 
110 LET x-1: LET a=27 
130 RESTORE 335 

ISS D%T% "$*«»" 

137 LET sc=0 

340 LET mv=X: LET »l=B; LET Ky= 

.41 LET PC 

_42 LET 1 i 

144 LET 1 

3+5 IF a 

350 DIM I 

: ~. --■.-... . 

157 LET I 

19S GO SUB 6000 

399 REM s- a- j-n- **«.».«.}.* 

200 BRIGHT 0: BOROER 5: 



LET py 








210 PRINT RT B,e; 

220 PRINT AT 3,B; 
'; "BANK " 

230 PRINT RT B;H 

24.0 PRINT RT 1^14 



pSer e>, i 
paper 0; 

PAPER 0; 



370 FDR I 



=2 TD 20 



see if rttr 



= INT [RHDi39> 



■>5E THEN I 



300. PRINT INK INT IRND*3*.1J ;BT 

305 PRINT INK 4;flT n+l,r;"*" 
310 NEXT r> * * 

320 FOR r>=2 TO 20 STEP 2 
330 LET r=lNT (RND?31> 
3*0 IF RTTR ln,DI>56 OR RTTR 
'"" ->E6 THEN GO TO 330 

~ THEN PRINT RT o,l 
0; ■'ES". BO TO 3?e> 
i.r; INK 0; PAPER 



35i? IF RNP> 
350 PRINT i 



'■£!'■ 



573 LET . 



"■ RTTR l'q,rJ(>S6 THEN GO 7 

37 £ print RT q,r; PRPEW 6V INK 

S2 5 . i^""" 1 THEN GO TO 400 
3SB roR n=l TO *v»2-£ 

It <j=int (Rwr>*i9«i 

■ 

l^l^rJ^S^THEN'oo'TENs 11 BTTR ' 

39? Se.VT™* * ; " T ««'«»•" 

399 REM IMliffftfM 

400 FOR p=21 TO 2 STEP -1 
4-05 LET py=py*p 3 
410 PRINT RT p,PU J ^tlpc 
*-!» POME 65037,©. LET V 



=USR &5C 



4-20 &C. SUE. 1000 

4-S5 IF P=x AND py=y THEN POKE 6 

':■'_ »-ET ' 

""*.3P" IF 11 



6EB30; LET 



I GO TO 3000 



BO 7 
tpv 



AND P3=-1) ; 

4-60 PRINT RT PjPVi " " 
<tl 5 TME« N EE-,^ 52° BWD >'95 AND P 

Vb -j>." ^It^ ii py; INK «w p 



IF INKEY*= 



>1 THEN 



114-0 IF RTTR lx,») 
9 4-000 

1200 PRINT RT hh; 

1210 PRINT RT X,M; 

1300 RETURN 

2999 REM ********* 

3000 PRINT RT PjPU 

3005 LET pa=l-SKP 
3007 LET pc=4-+(PC = 

3006 LET PM=-I+33* 
3010 NEXT P 
3015 GO TO 9800 



RND 

RNf> V t )0 THEN 
3 

AND «<>31 THE 
=2 
<>56 THEN GO T 



3099 REM ******* 



-UB8 FOR I 



3102 POKE 65037,0 
3105 PRINT RT 2,n; 



;0 TO INT (RND*12) 



311B LET 



3130 NEXT n 

3190 LET b=0 

3240 PRINT RT 2jn;"l 

32S0 FOR »-3 TO 20 

3260 PRINT RT »,Hi" 




cPi 



GAME: MILLIMAM 
#CONTIMUBD 



3S70 POKE 63037,1 

32S0 print RT »,n;'- 
3290 PBIMT m- a e "f,- 
3293 POKE 63037? £7 - 

rr at i9,d- 

:";AT £i, n - 



33 »0 PRINT AT __ 
330s'pOKE 65037*9. _ 
3310 PRINT RT ie,n-l 

3330 PRINT RT »,«;" 

"to 5 S 0g CRCEN « '*'» 

!212 goto 



l=U5B 6S0 

NEXT * 

L=USH 650 

-,'.■''.'.' RT a® 

l=USR 650 

THEN GO T 



TO 9500 
j;34-0 GO TO +50 

ItIp f B? n=3x TO 



"J» NEXT n 

lit! r^^-? 1 - ••«- 



^f?°_ p RINT RT 2, 
3530 NEX 

sits EIK., 

8181 g?„ T ° 3a, "> 

1000 LET 
*010 IF 

+012 IF 5 ai 
jg TO +100 



[,HJ =■■ » THEN Q 

CNT IRND»1S+17) 
LET I =U5R 550 
INK INT <RND« 



»B16 IF a 
TO 4+00 

*0iB IF 3 

4-020 IF a 

+022~if a 



=RTTR 



=32 THEN*LET cr=cru : 
=40 THEN LET tr=cr*5 : 
•36 AND at,61 THEN GO 
=+5 THEN LET »I*»1; QO 
'7 AND X U THEN GO TO 4 

TO°2e9 8 r ' 5 ™ EN LET = 

S AND P! 15 THEN GO TO 
^S.IS^LET c r = Crtae . 

PO 



f.h;- -■ P 

. >-■ -itju ' 65030: GO 

J-09S LET XK f- ,ET u=K 
4099 GO TO 1200 ^ h 

+120 P^iNf^rK^if 1° igoe 



»ei*0 PRINT RT X «■■■*'■ 

4230 POKE 65005, If B lVt l-USR 6SO 



*", AT f .hi" - 
POKE 65005,2 




4-2*0 FOR 1 



42+5 GO TO 9500 
++00 PRINT RT ; 



=1 TO 100: NEXT I 



„ _J TO 1200 

+6B8 LET fcl=bltcr 

+605 let sc=sc+i0*cr 

+610 LET cr=0: LET X=f: LET y=h 

+620 POKE 65037,9: LET I =LISH «B* 

30: GO TO 1200 

7999 REM **»*>*•»•*»* 

3000 BORDER 0: PBPER 0. INK 6: B 

^tlGHT 1: CL5 

3030 PRINT RT 1, 13; "TTJPRYS"; RT 3 

,1+j "BEST" 

30+0 FOR n 

3045 PRIt — 



RINT RT H,1BJ INK 



3070 NEXT n 
3080 PRINT 

TO START" 



PRE55 ANY HEY 



8090 PRU5E 1: PAUSE 



=USR 65030 



3999 REM 



9000 CL5 

9003 POKE 63037,0 

9005 FDR r " 

3006 LET L 

9007 NEXT I 



9020 POKE 65037, + : LET C =U5R 650 
9030 LET : 



9040 LET I 



9060 LET ll=llfl 



>6 THEN LET WV>>6 



LET «=27: LET 



9500 CL5 

9501 LET 
9505 IF ■ 



9520 POKE 65001,50: POKE 65005,1 



LET PR = 1 



PAUSE 100 
9560 IF sohie) THEN GO TO ' 
S1570 PRINT RT 12,*;"Pft*» »i 



I PAUSE 1: PAUSE I 



=5' TO 1 STEP_ 



GO TO 100 



THEN SO TO 9700 



♦1=6 THEK LET 



9620 NEXT I 
9700 IF " 

9710 FOR 1 
9715 IF M 

TO 9300 
9720 LET h !■ 
9730 LET n*li 
97+0 NE.XT » 
9750 LET h (n 
9600 CLS 

9810 PRINT RT 1,1; 

U HRUE ONE OF THE'Vhi J 'i(, n±"I 
SCORES. PLEASE ENTER YOUR";RT 
^'■INITIALS (3 CHARACTERS MAX.. 
9320 INPUT b*: — 



"WELL DONE! YO 



IF LEN b»<3 THEN 



GO TO 110 



GAME: WUMPUS HUNT 
AUTHOR: PHILIP BOTTINQ 
RUNS OH: A VIC 20 IH 16K _ 




GAME: WUMPUS HUNT 
CONTINUED 




3 REM" I I 

4 REM" I BY P. E0TT1NGI 



j : V=FHFI<1 



THE LINES WHICH APE LONGER THAN 38 CHARACTERS MUST BE 
ENTERED WITH RT LEAST ONE BASIC UORB 
ABBREVIATED <VIC MANUAL P. 133> 

I, REM —==<<: (C) P.BOTTINO 1933 »««-- 
PPIHTRHDC-TD 
ffl GOSUB2010 
i0 FORT=1TO100;NEXTT „„„,., 

16 PRIWT30BI PREPARE TO ENTER THE » LHBVRIKTH! ! 
50 REM==="====""= 
59 REM==IN1TIRLIZE== 
'0 REM======= S — === s 
30 BIMR*ai.ll) : POKE3S8?S.10-HP=2 
sn DEF FNA(7:. = lHT.:RHD.'Zi*10+l> 
100 HX=FNRflVWY=FNfKi:> : X=FNRa> 
I in iFUX=ftflHDMV=YTHEH100 
120 A*<UX.WY>="A WUMPUS" 
130 fl*<X.V.="THE ENTRANCE" 
146 FORfl=lTO10-REM*«8LIME PIT** 
150 SV-FNFKlvsX=FNfKn IFfl*(tt.SY>0""THENlW 
160 MfSX.SV)="A SLIME P1T":NEXTA 
170 FQPA=1T07,PEM**G0LII** 
ififl r n ^ F ufia> r^FHAav.IFAtrG:*:..GYK>"' 
190 A*<GX.GY>="A BAG OF GOLD"-HEXTA 
200 FORA=1T03:REM**BOWS** 
210 BX=FHA<1> BY=FNflai IFAKEX.BV)O""THEN210 
220 A£.:B^BV> = "A B0H":NEXTA 
2-.fr FnPfl= lira PEM**ARROWS** 
040 fl-^FNAavfiV=FHfi(n: IFAJCFIX, AVX>"' 
IP P(J ,'P-,P ( V>="AI1 flPROU'^NEXTA 
«, F oRA=lTO10-FOPB=lTO10 
?g !FB f<fl,B^=""THEHA*':A J B?="NOTHIIffi" 
280 NEXTB.fi'SPJ="A SLIME PIT" 
290 REM=======—===" 

300 REM-KRIN ROUTINE" 
310 REM=========—=== 

3 330 pSS^PRim'-rMTHERE IS »>f»QC f V) : m™JHIS ROOM " 
340 IFM<X,Y>-SP*THENG0SU81490:PRItfr"W0U ARE rSDEADS.THE SLIMEIHPS KILLED YOU. 
GGTO970 

359 IFA$CX,Y)="A WUMPUS "THENGOTO770 
60 IFM<X+i,V)«3P*0Pfii(X-l,V)-8P«0RHt(X,Vtl>-SP«RM«.V-1 
70 IFX-UX>-3AHDX-WX<3flMBV-UV--3ANHV-LiV3THENPRIHT"KEMELL OF WUMPUS 

380 IFRNDaK.03THENGOSUE1150 

390 PRINT"*? "; 

400 GETR$:IFA*=""THEH400 

410 PRINTAS'P=P-5 

420 IFAJ="P"THEN610 

430 lFfl*="H"ANDHP>0THEN1220 

440 IFA$*"G"THEN720 

,^-L-. -;---Ht="i:)»ThFnnnTCi98a 



'"THEN 130 



"'THEH24ti 




.D=SPSTHENGOSUB5S0 



h?* 



1 638 



IFfl*="F"THENGOSUB?80 
• IFR*="0"THENIFR$( r <.V'> = "THE ENTPflMrF'-Twrkm™ 

: iiSrP—SS- - - ™ " "~« - 

IFM- S ™ENrtV-l-IFY<iTHENV=V*t:G0T0598 

S?S 2 V™ MO " E " nNm,0 "»"«™«o"5-»m«o-(J-TH EN3M 

REM=========* =i=== 

PF.f1==gijEP0UTIWES== 

JWNT'WOU SHELL a SLIME PIT" RETURN 
PRIKT-WO (30 THRT WVR0T039R 
REM**TRKE COMMAND** 

SHBBiKBiMBiF-. 



3 OF GM-D-THEH9-G + If ( T<RH D <n«9 + I)«B: PR lHT-Wffl U TOOK THE GOLC 



WTHROUGH THE L 



|f40 rFfl*rx,v)="R 

■ 650 B*<X,Y>»"NOTMING 

■see G0TG398 

|™? fi S7™! J38:PP, " T "" HE "E"™ «'K FROM WHE UUBPIJ3 EMC 0|JT 

■ 710 REM**INVENT(KV*« *"u«0 

,49 PMnt-h-eo;. J0 UtS) » 
"J PBIIIT-»-HP.-rei.p CULL'S) LEFT" 
• - POT„T- rPi |j, ft p lEp , -prjINTP- MT039B 



-7- 



" 



R10 



"GnTO-:?ij 



P=P-10fl:GOTO97O 
REM*#FIRE ROUTINE** 

S 9 ?^i;™s T "'™ cn, " Ts "» T ' 

™ n "tKp" . f p "™ "-««o-s-the n8M 

i IFRt="=:"TH£HFV=V-l:FX=X 
rFRJ="E"THErlFV=YTX=!<+i 
IFfl*=»H''THEHFV=V;FX=X-I 

IFW-S-TBENFPIIIT-TOBSPK «T«E 'sOUTH' 
FP«= E-THENPRINI-TO THE tEKST 

™» t™ ENPRINT, ™ IK|,I1! »™ UE1T- 
GO5UE15S0:Rp= P p_i 

'FR.rv pv,.,, I.IU1PIJS-THEN578 1— * 




39 l 



GAME: WUXPUS HUNT 

9 CONTINUE D 



M RGfllN?" 



. . . GOT03M 

?7fi FCiPT=lTi5?onn-HEXTT 
9SO PRIWTTM VOU HAD:" 
990 PWMT-WO; "GOLD PIECES" 
19QR p R'«T"M"fiP;"fiRRO U fsv' 

1026 PPIHT"W"HP:"HELP CflLLW LEFT" 

Tp-30 ^IfJT-W'P+GtftP+pP^POiMTS- 

g| KffKvMWSeS " LINT ™ E ""» 

860 FM-V-THENPRIHT- WEST : TO<E36S73, 238 

I"'* f»'E'f«-'.n F O R M TO40O«XTT 

1100 IFP-^"V"THFHFFtNT"T. R l!N 

1120 FOPT=lTni™r.:NE:<TT f-FfHT"-]":Eiro 

"! S'H:™""" 1 ' 3 " t' 1 "' 1 F"' " :[,0SilE.esr, G8T0398 

n„ ^ Wn "F«!l> : lFWrX,V)»SP*THEHPRINT"»IliTO n SLINE pit' 

IS FS^™Kp 8 ; re, " r3>>>>THE l »™™=«< 

1248 F0R0=lTni0:ppTHT 

1250 IFM!B,n).SP«THEHPPINT't"i 
1260 !FR*(0.,fl) = "R !JIIMF1JS"TMFHRPINT"U" 
I 2F0 SI™ "'"" """ P,J ' "OIKPK-THE1IPRIHT-M 

:-, ,":..' ? '' Th,r E'iTR«irr"THEIIPRIKI"E"; 
1290 IFR*(i.r F ( :. = "fi iri|j"THEIIFFlNT"E" 

ll'o iSi'?'""""' fi «'0""TICIFFIllT-R- 

l-Io k ™<":"'-"«nTHlUC-THENRFIHT- ■; 

1338 HE:<Tn:PR INT „| m-).., , i i i , , ■- ljr ., ,, 

i':df, PFUIT..-1, , , . ■ i i , iV f 7T'^ H - NE ''' Tfl 

JJSrPfES;,,™:™ 483 -''" 1 "-'^ F«T.1TO 3 :N EK TI,R: 5 OTO330 

| '370 RFH=30|.IHD EFFECTS* 
11330 PEM====== ==== ~ = :^ 

i 39Q REM**Fn0TFTEP3** 
1H0O F0RL,.T,l 1O oniF-„-3- r 200 

!S™:;r n !TEP -- iT0, ' E35378 -»* ii < T< ™<"»>i> 

III™ ™ I " T< ™ a!&3 ^- »'T<RH»a>,30>H23 
J14S0 EORO=lT02i?:KEXTn,T 

US p™:,™! 3 ^; 128 : ™<««^™^ ™ . O i KEXT : RETURN 

1 ass^^^^'"^™**™ 
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! r "r:; r " a '"' r "-""".iTo 2M . NE;;TT 

■ 1570 REM** fiRpw ^ .CJOWr-B.] 

■ !?89 F0Rfl=iT03 

1 12 ™°:; T T 2I0 " 9 * nM ™ ra ^^^™. n : P0KE3e878 , 7 

f*i "Pi. ».CNi nHU , - ' 

™ 1656 Fncfl =)T03 

16-0 pn i h ' e36S ^' 240 ' FORT=1TO!m ''IE s 'TT 

tFSn eni-c5 f ' q7 " " F '"' PT " * ''"'^ "E>'TT 

'«» pcIf-'-''':*' roBT 'l T Ol08:NEXTT 

! ?W PEBWHEPn ' T, K*' 'l 2ffl ^ NEXTT ' » : ""URN 

l!™ pfSp^"™™™" 

'J?? REMPl.T FllpOsjTQT 
"I'M P0ke':6p.7T , p : prn-p~,.-~-~ , E .- 

1748 NEXTB P C ,r K a^ = „ e - : " 15 ^ 8/T >*" P0K36871 



r ;':S 7 ''" '™ WKE36S7?, 




FliPT- 1 70?M iiej;tt P0KE36875, 
RORT-l TOMB ■ NEXTT : P0KE36875, 8 i RETURN 

S-»' P0I-E36S75, 168-P, P0<E36877, 2Se- B i Fort-It] 



RETURN 
:XTT.fl:P0KE3S875,8:RETURN 
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GAME: WUMPUS HUNT 
# CONTINUED 





FEINT" 



1 DO VOU NEED BUS 



-_'S?0 

2340 



241.0 

2-vr>n 

-■J.Ul 



PRINT" i 

PRINT" ■!** 
PRINT" a 
PRINT" ifl ! 
0ETfi*:lftttO' 
PRIHT" 

PRlWMMMMMlMHMnr 

F0RT»1T0H»:NEXTT 
GETB*:IFft*O'"'THEN2203 

PRINT T 

cnpT=iT(3lori:MEVTT GOTO^HO 

PR I NT "T 

PRIKTCHR*(14) ■ "SWWflWMIMIMtt 

pp'l'T"*-»inicTPMr:-rnn'-*'«ras 

FORT=tTOtG0:NEXTT 

GPTfl«:Iffl$O*V"HHBB*O"H"THEHPRIKTCHR*<142J:FORT=lTO180:HEXTT:GOTO2210 

IFA*="M"THENPRINTCHR$C142> RETURN 

PRIHTTflK I 1" BM<I " 

PRINT"IHE OUMPUS IS A MUCH SOUGHT AFTER CREATURE DESPITE OF HIS SMELL." 

PRINT" /flTMGAI.LV BEING SUCH A SHY CREATURE HE HAS RETREATED TO RELATIVE" 

PR1NT"SPFETY IN THE DISUSED LABYRINTH (MORE LATER)"; 

PRINT"fiN ELDERLY CREEK BULL THINGS' USED TO OWN." 

PRIHT" IOU MUST (IF VO'J CAN 5 ENTER THE LABYRINTH, KILL THE UUMPUS AND R 

PRINT"W« IRES? PHV KEY" 
OE7Rj:lFfi*-' , "THEH2320 

PRIKT"3« I r L*! U/l I " 

PRINT" IHE LflBVPINTH (IF VOUDONT f.LREADY kUOli>IS « NETWORK OF CftVES-sH" 
PRINT'SOWE POOMS THEPE OPE *_-.•.- l.l» IN OTHERS " VLT OP ITO* ft *__T0».° 
PPIHT"! HE •,-T- 1*1* ALSO -INHABIT THE LABYRINTH THEV MAY SWOOP DOWN fi" 

PRINT"CflRPV YOU ALOFT AT AHVTIME SO " 

PR1HT"1!M -RESS ANY KEY IF YOU STILL UBHT to HUNT the 

AH <•" 
GETfl* 'IFfls=""THEN2390 
PRIHT'TJW _~0 I -,-*■-" 

PPINT"M(OU CAN SMELL THE FOULUUMPUS TLIO ROOMS BUAV. " 
PRINT" IOU CAN SMELL A SLIME PIT ONE ROOM AUAY." 
PP.INT"MIOU MOVE EV PRESSING-- ** »*> STS* 9W, " 
PRINT"*) TAKE THINGS UITH STB" 

pRiNT"m an sends you out of the exit/entrance 

ppint"«phd a-,-a.a_Ti.ru^a.a-i»" fire = " 

print-mother coMtwuns are — aiELP.atm.nT and aia scores" 

PRINT" -RESS fl KEY"; 

OETA*:IFAJ=""THEN2490 

«f<142):RETURN 
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GAME: PSYCHO CIRCUIT 
AUTHOR: SIMON CARLSON | 
RUNS ON: AN ATARI 400/800 IN 5K WITH JOYSTICK 



Rev up your Atari for an attack on the world speed 
record on a dangerous race track! The track is strewn 
with rocks and you must race along dodging them as 
you go. Your aim is to get as far as you can without 
crashing — it s as simple as that! 

After the first 100 miles more rocks appear on the 
track to make driving even more dangerous. But don't 
drive your car off the track - that means certain death 

Remember to plug your joystick into port 1 on your 
Atari, and after each game make sure you press the 
System Reset key and type RUN - otherwise the 
program will not work properly. 
Program notes: 

Lines 1-190 draw the car (player/missile) and colour it 
200-306 redefine the character set. 309-380 draw 
landscape and road, put rocks on road in random 
positions and scrolls road. 390-500 check joystick and 
move car and also check to see if a car has hit a rock. 
Add mileage and increase difficulty. 505-550 change 
colour for crash and sound for crash. Gives final 
mileage 360 scrolls down screen 
Variables: 

AS-road and rocks, a- end of road. E rock, d-bushes 
chouse. 

The game can be made easier by deleting the Es in AS 
3M S 341) or makin g ^e value of G bigger in line 



2 RAM=106 

3 BDM=559 

4 SRA=53277 

5 HPD -5324H 

6 PCO=704 

^GRAPHICS 17:POKE 87,e:P0KE 82,. 



20 ■ 



;=9G 



,„ A=PEEK (RAM) -S 
50 POKE PMB.A 
60 MYPMB=256*A 
70 POKE SDM.46 
B0 POKE BRA, 3 

ne poke i,e 

% ^ T ,iwPWWJ12+Y TO MYPMB+519- 

.,0 READ 6 
1 156 POKE I, ft 
Il60 NEXT I ,. „,_ _ 

170 DATA 219,219,60, 60,60,60, -IV,.: 

llB0 POKE POO, 90 

260 POKE 106,PEEKU06)-B 

220 p=PEEK(106> : N=P*256 OFFk - ( = 7344+ M 

230 FOR M=e TO 300:POKE N+M,PEEK<57344-M1 
llsNEXT M 

240 FOR CHAR-33 TO 38 ut „ t( rHflR. 

250 FOR M=0 TO 7:READ D:POKE N+M+ ICHAFM. 
I),D:NEXT M 
I 260 NEXT CHAR 
a POKE 756, P 



2B SOUND 0, 55,6, 10 -,24, 224, 224 

3 ^2 D w2 SK6i«:?a Sfc«£». ™- 

254,100,100,124,124,124 ,124,124 

305 data e,e,a,e,66,i63.-"^ H ' - 

60,60,254,254,12 

306 DATA 128,0, 0,0,e.«.0- e 
309 H=INT(RND(0)*1.0' 



1 IF 



J M-' 



340 IF L - . 

IF G=3 THEN h— — 

^1 IF PO>=1*0 THEN ^OSUS 

360 POSITION 5,0i? #6.«*j; 



? CHR*(157» 



3«tt 



r=ST! 



:k(0) = if st=7 and : 



I IF ! 



X>92 1 



THEN GOSUB 505 



POKE 53248,.. 
Z IF PEEK (53252! 
SC=SC+0-5 
5 P0=PD+1 

IF SC>=50 THEN B-IMT< 


H BOTO 309 
15 FDR 1 = 1 TO 250 
,6 SETCOLOR 4,I,B:S0UND 
.1 NEXT I 
:2 SOUND 0,0,0,0 
5 GRAPHICS 1 




GAME: SHUTTLE 



| AUTHOR: JONATHON TAYLOH 
HUNS OH: A BBC B WITH JOYSTICK 




MM 

*<*in, !f, °' S?"" ana ehe*'f ™"« 



=1 THEN PROCopt r GOTD80 
:F'RINTTRB>; 13, 1® J* TIME 

.: " SEC" ;FORX=0Tn2Ei@i3 



1 90FCiRFi^= 1. TCi20fi . FI..I 1 U-/.:' . Rl-ll.-: I. :■ 3 
J, RHD<: 808 :>+lCi0 : MEKT : FORF«S=1TOE0 
; PL0T69, RN1X 809 1 . RHDt 39 >+900 : HEX 
T 

23SGCOL0 , £ : MOVE380, 750 : FGRX=0T 
U^KFJ.*. 2STEP. 2 : NI.IVE30B., 75a : PLOTS 
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• 



50,|S : DRHW650 ■ 40 WOVE0, 49 : DFWW12 
'" ,L £beFi;iR:«;=0TO400STEP100 ■. MOVEX . 40 
: DRHUX+RND< 50 ::i . 65 . DRFfHX + 100 , 46 - N 
EXT : FQRX=£50TO 1 £8 OS 7 EP 1 eg : MQVEX . 
40 : DRRWX+RNCK 50 >., 65 ; DRRMX+1BQ ,40 
-XT v'.'U^ f)OVE900+U^'-2, 103Q:VDU 

■ m; -._>■„ rt Y:i=n00.v;-;;i-ti:vv.-u:G 

'+':v..-2 rHJS"£5 : CJC-e ■ R*=»CHRS2£4 : 
W*=CHRS225 

280GCOL.4, 1 

290ENDPROC 

300DEFPROCinst 

aieiCLS: PRINT PRINT 

:::; r :HF-0F:R^lT0^:PRIHTTflE:p>CHR*13 
2CHR*137CHR«133CHR*141 "SHUTTLE 
"CHR«156:HEKT 

330PRrNT;PRIHTCHR*130" The peo 
pie of your- planet are" 

340PRJNTCHR* 130" starving to de 
ath. " 

350PPINT: PRINT" H galactic fre- 
ighter has arrived" 

360PRINT" With food butt it c^r, 
not land and" 

370PRINT- will have to leave 9 



[NT" 






390PRINT" as possible to colle 
Ct the food. " 

4O0PRINT; PRINT" Fly your shutt 

nfco the dock Ing" 

410PRINT" bay of the freighter 



(Procedures 
iPROCinst 
jPROCinit 
iPROCtaKeoff 

JPROCfly 

[PROCIoad 

jPROCopt 
(PROCIand 

|PROCinput 
PROCdraw 
PROCcrash 
PROCfall 
iPROCsoundi 
| p R0Csound2 
[PROCsouod3 



Instructions 
.rS S ,r'"°'"" S '"« l ""»W,„ 

Shuttle (a» 

Engine sound 
Docking 
^ock'ng proximity warni^ 



440PRIHT" 
joystick" 
450PRINT" button to 







^TORY-HO^™^ TO 1S; PR. 
NTTBKB, » >CHRK RHK 7 .+ 1 28 > , • '*« > 
"wJlWOW TO H.PMHTTflKB.KX: 
HPS035); 'NEXT 

HEN VDUT'ipRIMTTRE^S^E^" 
: GOTO490 

V.y ; iL.r.-:. 10- : 3^>*S+16 



■ 

life 



MeREPEflT UNTIL «WHL.t»> TIME- 

. PROC sounds 
560ENDPROC 
5?0DEFPfiOC5ou.ridi 
r*,Ci«:-;0UMC>16,-3;4,3 
■"-.30EHDPROC 

6S0DEFPROC»ou.'nd2 „.-._. ., 

610SOUND1,-1£,180,2'.SOUND1,-1<: 

,210,1 

S20ENDPROC 

630DEFPROCsouind3 0^,^*0 -.1 

640SOUND13,-S.2£0.1^OUND19. 6 

,250.1 

650ENDPROC 

6e.0DEFPRDCd. '■ , ' , : : -.:''' : ':'-;.i.,jxv-YK»YK+ 

1111 F r rKTHTM« 

VYK : PK I NTH* ' MOVE K-. , V- = FRI"™» 



45 




esoiFK^i. i:'y.''ii[^>;-.:=-.i£a:itiU 

-3£THENX>.-1280 
bStSENDPROC 
7@9DEFPROCfly 
71 ©REPEAT 
I0PRC 



if-PPO' 



-■;[■.' IV 



-,■: fl* > 



IrawtVXXDIVSB 

100 RND WS> 

XJi<618 THEN 

i : PRINTR* i FRG 

;i©0 PRQCcras 

tL V9O90O OR C. 

"1THEM EWDPROC 

i?m THEN 710 ELSE IF X 

■■...-WW-H-ty. THEM PROCiSOii 
. ... i('B ■ PRCJI-t a I I ■ 

US ' . EIC'PROC 
«<990 THEN 



THEN PROCc 



;; PRINTR* :FORX 
J0.XJ6.I :HEXT 

-PRIHTMS:C^.= 1 



lUtfBREPERT 

teueiPRoc input 

le^eppncdrauc V 



jtppn 



»:-c--;='l00:v:«;:;=0 vv;ni hove?;* , y;; : p 
RINTH* 

1070EHPPROC 

10S9DEFPROCopt 

1 090VDU4 : PR I HTTflEC 5 , 1 S > " PRESS ' 
THRUST' FOR PHOTHER GRME":REPERT 

UNTIL RDVRU0 ) 

1 1 00ENDPPOC 

1110DEFPROCinput 

I120flX=K3276a~flDVHU< 1 JJDIV4096; 
VK»sVM!J+l*S : SPUND16, -l^RB'SC R* >,4 , 

U30VYS«VY^-EK:IF FiDVflLC 6 > THEN 
PROCsornidl rVv:-;=vv;-:+TH>; 
1149EHE'PR0C 



GAME: SIMON 
AUTHOR: JOHNATHAN 0'DONNELL| 
RUNS ON: A BBC B 



game, Simon — you know, the one with all 
the (lashing coloured lights. All you have to 
do is copy the computer sequence the 
computer throws at you. It all starts with 
just one colour and then builds up 
combinations of colours until you make a 
mistake or take too long deciding which 
colour is next. 

The game is controlled using keys, 
l = red, 2 = green, 3 = yellow, 4=blue. Full 
instructions are included in the listing. 



pit»CR>-i0:NEHT:VDU23je2e2;0je;O| 

, 3 gGCOL0.7:R*='- <S«-enMOVE 70e| 

J 500'DF'RU iH5e.500 CRHW ?W. ■*■&■■ 
[,,■,-,, 350, 50O i DRAW 700.300^™,'" 

„ PfiW 7U0.i30:WflMH»0' OT0:M | 
■ ovEaSO.seO^RRU 700,150 
I 40 COLOUR10'PRINTTRB<7.1> --_ 

ImOH' " ■■ COLOURS : PRIHTTHBt. ,* . ,: * > -,L.u 
IrE=0" ■ COLOUR2 : PRINTTRBC 7,9 >" 1 " ; C| 

; .,,. ■ F-plHTiflB' 14.*>"2" "IOUR1 

■TpRINTTMK 7 , 22 >"4« . C0L0UR4 : PRINT I 
r BB 50 4 iF 2 LEm*>0 THEN FOR K-lTol 
I lENH* : FORC«- 1 TOS80 1 NEXT : R-VRLMp I 
l« mTbx, 1 > PROCTR1 NEXT I 

■ * otr-rhk 4 J : PPOCTRI :fi*=fl*+STR*| 

F^BM: 0=690^437^0^ 
la r-l7Pl ■ H=4^7 : RETURN 
I 3 1-2 : C-SSe : 1.-58= : E-69B . F-»| 
1^ G =360 H-503'RETURH ■ 

_<,:GC0L8,B:WVE CD'MOVE E . F ; PLOT | 

12BIF LEHHX48 THEN FOR FK-1 
l (40-LEHFl*>*38-HEXT 




I 160BS=IHKEY*C1? 

OUW 1 ! " ^Yi, >PR0CTRI ELSE si 

IJiwJ* Vour N "» * ■•=«l5SmTiJ 

M-GET^CLS:^™ T °° L °"» 
I «SB R-9:R E p ERT r „ r 

T |™^f :C0L0UR:3:PR l"T-" BE= | 

1 »S;s s,OOTOaB 

, 330 PRINT" mi y™. H:ll . T 

""9 wmeh Colour I* Nextl 
L'E»p"qc KEYT ° ST " RT "-'-»"^t| 




«*Oi, 



GAME: REACT 
| AUTHOR: CHARLES SHARP 
RUNS ON: A TEXAS II 99/4a IN 16K 



The nuclear reactor is going critical — and 
only you can stop it! You must negotiate the 
like corridors of the reactor building to 
the core and deactivate the n 
r. Sounds easy eh? But you've not 
taken into account the security robot which 



ce you've given him the security 
d — but he has been affected by the 
id radiation and will blast any 

intruder without asking any questions! Oh 
s, and you have to race against the clock. 

. jll instructions are included in the program. 

Can you stop a nuclear blast? 




GAME: CIRCUS 
| AUTHOR: TONY CADDIES 
HUNS ON: A DRAGON fle TANDY COLOUR COMPUTER 



Welcome to the Big Top! We've got a great 
competition for you — can you beat the 
bouncing balls — and the clock? The object 
of the game is to help Cuthbert the Clown 
throw balls through the moving hole. If you 
miss the hole it will begin to move down — 
making Cuthbert's task even more difficult 
If you score a direct hit the hole will move 
up the screen giving you more of a chance. 

But beware, the clock is counting down — 
and you must beat it it you want to get a 
high score! The record scores so far are 18 
points in 90 seconds and is 28 points — can 



70 GOSUB 550 ' ■' DRAU GRAPHICS' ' 
8B GOSUB 890 '"DRAW SCREEN"' 
98 GOSUB 1050 "READ NUHBERS" 

00 GOSUB 121*) "SET VARIABLES" 

10 GOSUB 1340 "INSTRUCTIONS?" 

28 REn MOUEriENT 

30 SCREEN l,l:PLAY T|j$ : T JMER -0 

40 REfl READ KEYS 

50 IF PEEKC338)=251 THEN X-X+4 [ 

I 200 

60 xX=XX+4 

70 IF XX>252 THEN XX=251 !X=; 

80 IF B=l THEN PUT[X,YJ-[XX 
-GOTO 200 

190 PUT[X,Y1-[XX,YYJ,HB,PSET 
200 IF PEEK C 338 3=239 THEN X=l 
3 250 

220 IF X<6 THEN X=7:XX=X+26 

230 IF B=l THEN PUTCX, YJ-IXX, YYJ , NB, PSET 

■GOTO 250 

240 PUT[X,Y)-CXX,YY1,HB,PSET 

250 JF B=l THEN GOTO 270 

260 IF INK£Y»="*" THEN B=] :PX=X+5 :U=Y 

3 UT[X,Y]-[XX,YT] J NB,PSET:SGUND 50,1 

270 IF B=l THEN GOSUB 350 

280 LINEf0,SP1-CPH,SP],PSET 

230 LINECPH,SP)-(PH+40,SPJ, PRESET 

300 LlNECPH+40,SPJ-f256,SP],PSET 

310 PB=PH+NM 

320 IF PH+40>247 OR PH<3 THEN Nn=-NM:: 

ND 100, 1 

330 IF T!MER>=4500 THEN PLAY HTHGOTO 



370 U=U-1 

380 IF U>SP THEN GOTO 420 




you beat it? Full instructions 
are included in the program. 

The game will also work on the/ 
Tandy Color Computer with the f 
following modifications. 150 
IE = INKEY£:IFIE = "@"THEN 
X=X+4 ELSE GOTO 200 
200IFI£="P"THENX=X-4 
ELSE GOTO 250 

This is because lines 150 and 
200 in the Dragon program PEEK^ 
into the keyboard scan to produceA 
auto-repeat. The Tandy 
computer's keyboard scan is 
different and will only work with 
these alterations. The program 
will run directly on a Dragon 64. 



F PX>PH AND PX<PH+40 THEN SC=SC+: 
OSUB 450:UD=1 ELSE UD=0 

100 LIN£tPX,U]-tPX*5,U+J2J, PRESET, BF :B=0 
;PUTCX,YJ-[XX,YY1,HB,PSET 

410 GOSUB 1660:RETURN 

420 U=U-4 

430 PUTCPX,U]-CPX+5,U'12],B,PSET 

440 RETURN 

450 REH DRAW SCORE 

460 LlNE(43,5>-[70, 10J, PRESET, BF 

470 W*=STR*[SCJ 

480 FOR 1=2 TO LENCWS] 

490 A=ASC[t1IDSCW*, I, 113 

500 CA-47 

■3,5" :DRAU | -Bn+"tSTRS([I-I] 



,5''Nr 



CO 



520 NEXT I 

530 RETURN 

540 GOTO 540 

550 REn GRAPHICS 

560 PnODE -4,1 :PCLS 

570 > 

580 FOR 1=0 TO 15 

READ A* 

POKE 153B.i*32,k 
610 NEXT I 



50 




620 DATA 6,F,9 



IFj2F,CF,F,F,6i3 



630 FOR 1=0 TO ? 

6-10 READ A$ 

650 POKE 1537+1*32, UAL ( "a.H ,: -A*) 

660 NEXT I 

670 DATA 0, 0,0,0,6,F,F,6 

680 DJH HBC11 1 

690 BETES, 8J-C3.2, 15], HB,G 

700 PELS 

710 FOR ; 8 \ 

720 REAL' AS 

730 POKE 1538+1*32, UALt "E.H"+AS3 

740 NEXT I 

750 DATA 6,F,9, 1 1 , 9, 6, F , FF , F , F , F , F , 6, 9, 

,3 

760 Din NBC 11J 

770 GET(6,0]-(32, 161,NB,G 

780 PCLS 

790 FOR 1=0 TO 7 

800 READ A* 

810 POKE 1536 + 1*32, JA-C &H-+-A3] 

820 NEXT I 

830 DATA 0,0,0,0,6,F,F,6 

34E Cin BT3J 

850 GET(3,0]-t8, 12J, B,G 

860 PCLS 

878 RETURN 

S80 REfl SCREEN 

890 RHODE 4,1 :PCLS 

900 L!NEr0,20J-tll3,203,PSET 

910 -1NEI.153,20T-(256,20),PSET 

920 FOR I=| TO 256 STEP 4 

930 L1NECI, 1751-11, 192), PSET 

942 NEXT ! 

950 LINE(0, 175J-(256, 175],PSET 

3r?0 ijRi : i.J-B!15,5;R;E5D2R5D3L5" 

970 DRALI"Bm2,5;R5L5D5R5" 

980 DRA.W"Bni9,5;R505L5U5" 

990 DRAU'Bri26,5;05U5R5D2L5R2F3" 

1000 DRAW ,, BN33,5;R5L5D2R5L5D3R5 r 

1010 PSETr.40,6.5.1 

1020 PSETC40,9,5: 

1030 PUT (126, 158 ] -(152, 1/4 1 , HB, PSET 



040 RETURN 

050 REN REflE NUMBERS 

-'-■' FOf : i 10 10 
080 READ NrWI) 
090 NEXT 1 

00 DATA BLIU3BUBRR3BRBDD3BDBLL3 

10 QA T A P5L3U5L2 

20 DATA R5L5U2R5U3L5 

30 DATA R5U2L5R5U3L5 

40 DATA BR4U5G4R5 

50 DATA R5U2L5LI3R5 

60 DATA U5R5L5D5R5U3L5 

70 DATA E5L5 

80 DATA R5U5L5D5U3R5 

90 DATA BR5U5L5D3R5 
200 RETURN 
210 REI1 UARIABLES 
220 SC=0 
230 PH=1I3 
240 X = 126 
250 T=158 
260 XX=152 
270 TY=174 
280 TU*=' 03;T6;CDET3GT6P99GAGE;GAGEGACC 

(TS="O3;T20iCDECGECDECDE;T100;CDECD 
ECDECDECDEELX" 
300 SP=20 



330 RETURN 

340 REM INSTRUCTIONS 

350 CLSiPRINT". Largst . . 

360 PRINT :PRINT 

370 LINE INPUT 1 DO TOU REQUIRE INSTRUCT! 
ONS>" ;G* 

IF LEFT*CQ*,1.1="N I THEN GOTO 1510 E 
F LEFTS(0$, \-\ = '-y THEN GOTO 1390 EL 
SE GOTO 1340 
390 '.LS-FRINT'-, . taigel ... 



"THE OBJECT OF Ut 
"TOUR LITTLE NAN f 
"THE SCREEN AND THROI. " 



"HE BOTTON 



t PRINT"DOUN 8 IF YQU HIT THEN THE HO 
1 PRINT-WILL NOME UP. :: 



.470 PR I NT "WATCH DUTI 



TDU ONLY HAUE [ 
IICH TO F 



1500 IF INKEY»Q' " THEN GOTO 151 

1510 REM START SCREEN 

1520 CLS 

1530 PRINT", . Laiset 



1540 PRINTLINE INPUT"TYPE IN YOUR NF 
| 8. PRESS ertfT >■ ;NI 

1550 IF LENCN*X20 THEN GOTO 1600 
1560 PRINT9321, "TWENTY LETTERS AT A P 

nun!" 

1570 PLAY HT* 

15B0 FDR 1=1 TO ]000:NEXT 1 

1590 GOTO 1520 

1S00 CLS 

1610 PRINT" ... target -- - ■ 

1620 PRINT" KEYS USED:" 

1630 PRINT SPRINT" -:THROW P^LEFT B| 

'RIGHT 1 

1640 PRINT9257, "PRESS THE spacebar TO CO 
NTINUE" 

1650 IF INKEYSO" " THEN GOTO 1650 ELSE 
I RETURN 
] 1660 REM MOUE TARGET UP/DOWN 

1670 IF UO=l THEN Ml=-10 ELSE J11=10 

1690 L1NEC0,SP3-C256,SPJ, PRESET 

1630 SP=SP+nl 

1708 IF SP<20 OR SPJ150 THEN SP=SPt-HI 

1710 LINE[0,SP]-[556,SPJ, PRESET 

1720 RETURN 

1730 REM GAME OUER 
I 1?40 CLS 
I 1 750 PRINT" ... tOTSSt ..... . ■ 



1760 PRINT" YOUR SCORE:" ;SC 
| 1770 IF SOHS THEN HS=SC:HN* : 

!780 PRINT" HIGH SC0RE:"iHS 

1790 PRINT" HELD BY:';HNS 

1800 PRlNTe257,"D0 YOU WISH TO PLAY AGPII | 
| N?" 

1810 I*=INKEYS 

1820 IF IS="N" THEN GOSUS B80:GOSUB 1210 

:GOSUB 1510:SDTO 130 

1830 IF IS = "Y'- THEN QOSUB B80 :GOSUB 1210 

"GOTO 130 

1840 GOTO 1810 



